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Introduction 


Wacon to the wild and sometimes woolly world of multiplayer online 
gaming! It doesn't matter whether you prefer to manage a sports franchise, 
run amuck with a 12-gauge shotgun, strap yourself into a high performance 
fighter jet, or command entire armies when you play a game, you will find the 
online community to be a rich, diverse place to pursue your hobby. There are 
hundreds of thousands of people just like you already logged on, so you will 
never have to look for someone to play with again! 

You are about to enter entire parallel universes where sorcery and sword- 
play are socially acceptable means of expressing yourself. Gaming is pure 
unadulterated escapism that is far more immersive than most other forms of 
entertainment, like books or movies, because it is interactive. You have a direct 
impact on how the gaming universes evolve; you control the horizontal, you 
control the vertical, not the faceless narrator who claimed such power in the 
opening of "The Outer Limits" television program. 

You aren't sitting back and going along for the ride, you are driving the 
ride. Want more action? You're in control. Time to slow things up a bit? Head 
for a chat room and regroup for the next bout with others of like mind. And 
speaking of minds, you won't find more capable opponents for any type of 
game you play than those that frequent the Internet. They come for fun, fame, 
and glory, all of which belong to the kings of the ranking ladders for each 
game. But even if you aren't aspiring to those levels of Internet immortality, 
you can't help but have fun. No computer AI in the world can develop the 
complicated and deceptive strategies that the human mind can. 
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And the online gaming communities don't just play the games they love, 
they develop entire societies around them. There are Guilds for players who 
share the same passion for a given character type in various role-playing 
universes, like Thieves. These organizations train new members and even 
share equipment with them to help them get started in their worlds. Addition- 
ally, the Guild acts as arbitrator in the settlement of disputes, takes contracts 
from other Guilds or individual players in the game for the accomplishment of 
certain objectives, and so on. There are Clans as well, bands of players who 
fight together to accomplish certain political objectives in a game. A lot of 
these organizations grow and become as influential in the gaming universe 
they populate as their real world counterparts have in our lives. 

But it's not all about power and prestige either, a lot of player organizations 
are purely social. Players enjoy discussing their passion for a particular game 
with others who appreciate what they have to say. And many online players 
extend the playability of the games they love by designing new scenarios for 
them and making those available on the Internet, by developing editors and 
other unique utilities that allow everyone to interact with the game in new 
ways (like applying custom paint schemes to racing cars ), even by creating 
original fiction and art based on the game that everyone can enjoy. 

It's about having fun and sharing that experience with others who appreci- 
ate it as much as you do. So why are you still playing alone, with only the 
raster flicker of the computer monitor to see the glorious victory you've just 
accomplished? Share it with some friends, and some enemies, too! Even the 
worst online enemies develop grudging respect and admiration for a worthy 
adversary. Log on, and let's play! 


Ed Dille 


An - 
Introduction 
to MPOG 


Marre online gaming (MPOG) is the most significant entertainment 
trend to hit the Internet since the chat room. By purchasing this book, you 
aren't just catching up with this trend or looking toward the future; you are 
also returning to your roots. Here's why. 

Everyone in the world plays or has played games of one sort or another. We 
grow up playing games—from marbles to Old Maid to team sports. Games are 
an inherent part of our social conditioning and the proving grounds of our 
character. They both entertain and train us. Who amongst us hasn't watched 
how others react to winning or losing a game and made assessments of how 
they might react in other situations based on their behavior. A “poor sport” 
who pouts and feels sorry for himself when he loses a game (or a job) is as 
unappealing as a "braggart" who gloats over the misfortune of others when he 
wins. As a society, we use games both to teach and reinforce our value in a 
sense of "fair play." 

Games also train our analytical minds. They teach us rudimentary problem- 
solving skills and, in more advanced gaming applications like war games, can 
even develop our ability to combine diverse elements into complex strategies. 
In the simplest form, they can still teach us how to recognize opportunities 
and to capitalize on them. 

Games are universal tools in these respects, crossing all cultural and geo- 
graphical boundaries. The games themselves may change, but their impact 
does not. What is interesting about the development of computer games is 
that, until very recently, they were solitary pursuits. Unlike virtually all other 
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games ever developed, computer games did not require social interaction to 
play. An individual interacting with a machine replaced individuals interact- 
ing with one another. Given the history of game development in general, it's a 
wonder that solitaire computer games became as popular as they did. But 
there is logic to it, just as there is in why multiplayer online gaming is becom- 
ing a pervasive form of entertainment. To understand that logic, we must 
examine a slice of that history. 

It is sometimes difficult to remember that computer game development (for 
home use anyway) is still less than 20 years old. In the early 1980's, when the 
first computer games appeared in the retail market in plastic bags, a lot of the 
early titles were war games. War gamers gravitated to computers because they 
solved many of the inherent problems of the hobby. Generally, the maps used 
by paper war games were large, and setting up a game took up a lot of space. 
Second, playing out most games took a lot of time. Also, you either had to 
leave the board set up for days or even weeks, or you had to carefully record 
the position of every unit on the board before putting it away. When you were 
ready to play again, you would spend an hour or more just setting up the board 
before play began. Finally, it was difficult to find an opponent who could com- 
mit to playing a game to completion over a long period of time and, when you 
did, it was still problematic to coordinate schedules to actually get it done. 

Computers solved all of these issues. The artificial intelligence (AI) was 
ready to play whenever you were, the maps existed inside the computer and 
not in the middle of your family room, and the computer took care of all of the 
record keeping for you. As such, war gamers flocked to computers and be- 
came the nucleus of all the computer gamers that would follow. 

Around this same time, paper based Dungeons & Dragons was peaking in 
popularity. And if ever there was a complex game developed almost entirely 
around the social interaction of the players, it was the original Dungeons & 
Dragons. Naturally, computer game developers sought to capitalize on the 
appeal of this genre, and role-playing games (RPGs) were born. 

Although RPGs became as popular as their war game cousins did in the 
early days of computing, and some of them became franchises that are still 
widely played today (such as Origin's Ultima series), players were quick to 
note that the lack of social interaction detracted from the gaming experience. Is 
itany wonder that game developers began to look for ways to reintroduce that 
social element? The first efforts involved interaction with computer controlled 
characters, also called non-player characters (NPCs). 

In the beginning, this interaction was limited to simply walking up to a 
character and, if they had anything to say to you, a text box would pop up 
with their canned message. Meet them again and they would tell you the same 
thing. Soon thereafter, menus were added such that players had a choice of 
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what to ask an NPC, each producing a different answer. Later, designers made 
NPCs that remembered player conversations and actions and programmed 
them to react differently at various points in the story line based on what a 
player had or had not accomplished at that point. All of this improved the 
player experience, but they still fell far short of the complex level of social 
interaction players had developed with each other in non-computer RPGs. 

Sierra's Shadow of Yserbius, introduced in 1993 on the ImagiNation Net- 
work (when it was still called the Sierra Network), was the first game to allow 
players to interact with one another in real-time in true role-playing form. Its 
success was phenomenal within the limited confines of a proprietary online 
gaming network, but it was a vision slightly ahead of its time. 


Figure 1-1: Ultima Online is a persistent fantasy role-playing world where every action 
of the player impacts the environment and other players. Nothing is pre-scripted; events 
transpire and the world evolves completely based on player interaction. 


Origin's Ultima Online, the first in the series to be developed specifically 
for multiplayer use and not as a stand-alone box product, is poised to finally 
answer the dreams of all those original Dungeons & Dragons players on a 
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global basis. In fact, when Richard Garriot, the founder of Origin and the 
real-world alter ego of the Ultima monarch Lord British, was alpha testing 
Ultima Online, the first character he encountered was from another country. 
Obviously, the reach of our interaction as gamers is far greater than it has ever 
been. And most importantly, the community of gamers has driven the devel- 
opment of computer RPGs forward not only technologically, but also as a 
medium for social interaction. 


The trends in war game development are just as dominant, only the motiva- 
tions behind their emergence are different. As mentioned earlier, computers 
solved a lot of the mechanical problems associated with the hobby of war 
gaming, but in doing so they also removed some of the best elements of the 
hobby, the human elements. Despite two decades of dedicated programming 
in search of an AI that can match the human intellect, that goal remains as 
elusive as the Holy Grail. Just ask Kasparov and the other great Chess Mas- 
ters, who have taken on the most advanced AI game engines on the most 
capable computers in the world, and bested them almost all of the time. 

And let's not forget the importance of diplomacy and alliance building in 
all strategic games, not just war games. The best AI game engines ever devel- 
oped simply cannot come close to replicating the human dynamic that occurs 
between four to six people in a hotly contested game of Risk. 
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Converted paper war gamers recognized this early on and were the domi- 
nant force behind the application of modem technology to head-to-head game 
play. Within a year of the first title release that offered this option, gamers and 
software publishers alike began to consider it a mandatory design element for 
any A-list game. This philosophy extended to include multiplayer capability 
over local area networks (LANs) just as soon as it became technologically 
feasible, despite the fact that only a very small portion of the total gaming 
audience even had access to a LAN at work or elsewhere to enjoy the feature. 

Why did LAN play become such a pervasive design feature when there was 
almost no commercial motivation for it to be? Because game designers are also 
game players, and they all did have access to LANs. Further, they quickly 
remembered what everyone else had always known but had, in most instances 
anyway, forgotten; play against other people is just loads more fun than play 
against an AI. 

Now we find ourselves in a world where global interaction is not only 
possible, but has virtually become an everyday part of life. Just the other day 
in my household, eight people ranging from 11 to 50 years of age had a con- 
versation over dinner about how difficult it had been to log onto the Internet 
that particular day, each sharing his or her own experiences, not simply listen- 
ing politely to others. We are getting global involvement in our smallest social 
groupings, families. That involvement is extending from each of these nuclei 
across social, cultural, and geographical boundaries to, at the risk of sounding 
overly liberal, bring the community of man closer together. This is accom- 
plished through one of the most time-honored methods of coming closer 
together: shared experience. 

MPOG design is becoming so pervasive because it provides yet another 
way for the Internet to provide that shared experience, a time-honored way 
that takes gaming back to its roots. And because those roots now extend be- 
yond the edge of the village to encompass the entire world, how much bigger 
can the tree we grow together become? It's exciting to consider the prospects, 
and even to evangelize them on occasion. 


How to Use This Book 


The first five chapters are designed to introduce you to the various online 
services that showcase multiplayer games. Some of you may already be famil- 
iar with Mplayer, TEN, or ENGAGE, as these three have spent the most time 
and money competing publicly for the online gaming dollar, but they are 
really only the tip of the iceberg. In Chapter 5, we will look at some of the 
other competitors as well. 
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Although each of these services would like to think of themselves as a one- 
stop supermarket capable of servicing the needs of all players, the reality is 
that no one service will dominate the market for a number of reasons. Gamers 
are a diverse lot. Although each service offers a variety of gaming choices, the 
sheer diversity of the market ensures that no one service will be all things to 
all players, both now and in the future. 

Because the kind of games you play is more important in the long run than 
where you play them, Chapters 6 through 12 are organized by genre. For ex- 
ample, if you are only interested in playing simulations like Air Warrior II and 
WarBirds, focus on Chapter 9 to make the most of your reading and online time. 
Other chapters in this portion of the book are devoted to action/arcade games, 
adventure/role-playing games, sports games, strategy games, war games, and 
classic games, like board games, card games and puzzles. 

The final three chapters in the book focus more on the players than the 
games themselves. Clans, guilds, and other player associations are just one 
way that gamers interact with one another as a community. New technology is 
looming which will enhance their ability to communicate and function as a 
society within a broader society. The final chapter will examine these factors in 
detail and should provide you with a glimpse at what could be. 

The important thing to take away from this overview is that you should not 
feel obligated to start at the beginning and read this book straight through. 
While that is still an option, you might get more use from it by focusing on the 
areas that most interest you first, then expanding into the other material. The 
chapters are written to stand on their own as complete works, so you won't 
miss anything by reading in any order you prefer. 


Gaming Genres Defined 


Recognizing that many first-time game players may be reading this book, and 
also that even some veteran gamers differ on their interpretation of what 
constitutes a strategy game as opposed to a war game, in the next few head- 
ings, I will define how I am categorizing game genres in this book. This should 
help alleviate any confusion that might arise and make it that much easier to 
find what you are looking for. 


Action & Arcade Games 


Most people have been sufficiently exposed to the arcade genre to have a clear 
understanding of it. Most of us old timers remember very clearly the first time 
we saw a Pong machine or Space Invaders. Today, these titles look ancient, but 
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the simple dance of sprites across a black background was fascinating enough 
to us then to suck quarter after quarter from our pockets. 

For those readers who have not been exposed to arcade titles, let's be a little 
more precise. Arcade games are defined here as titles presented in a two- 
dimensional third person perspective and focus on timing and reaction skills 
over cognitive skills. Does that sound dry and lifeless or what? OK, let's break 
that definition down. 

The player's point of perspective is the defining factor between action 
games and true arcade games, so let's examine that first. Two-dimensional 
third person perspective means that the player is looking at and controlling 
his or her onscreen alter ego, be it Pac Man or a helicopter, from a distance. 
They might as well be God controlling that character because they don't have 
the point of view of the character or object itself. As such, they are not really 
able to suspend their disbelief long enough to forget they are playing a game. 


Figure 1-2: Sin is an example of a next generation Action game that features a fully interac- 
tive environment. Every control panel has a function in the game, and shooting wildly can 
make the lights go out, flood lower levels in the game, and many other things that make the 
game truly immersive. 
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Action games like DOOM and Quake increase the player's ability to im- 
merse him or herself in the game by portraying the action from a first person 
perspective. The player is enticed to believe that he or she is the onscreen 
character, and his or her actions as that character have a greater impact on the 
events of the game than the detached perspective arcade titles allow. Few 
players feel for Pac Man when the ghosts gobble him up, but most players do 
mourn to a certain degree when Duke Nukem bites it. Why? Because first per- 
son perspective promotes empathy between the player and his or her onscreen 
alter ego. 

Both action and arcade titles emphasize dexterity above all other player 
attributes. That is why they have been derisively referred to as twitch games 
by fans of more cerebral challenges. This is not to say that action and arcade 
titles cannot have embedded puzzles and other design elements that reward 
players who think a level through. Rather, these are just icing on the cake and 
not the main methods by which the game advances. You can be the most 
clever, analytical thinker in the world, and it still won't save you in a DOOM 
death match if you don't have the dexterity to run sideways and shoot accu- 
rately at the same time. 

Although these two types of games are sufficiently different to warrant 
their own genre classification, they are also similar enough to allow grouping 
them together for our purposes. Chapter 6 is devoted to our coverage of these 
two genres. 


Adventure & Role-playing Games 


The distinction between adventure and role-playing games is less precise. 
Classic adventure games like Sierra's King's Quest series, the infamous Lei- 
sure Suit Larry series, and dozens of others use a very exact style. The player 
controls an onscreen alter ego from a detached third person perspective once 
again, and explores their environment by moving from one screen to the next 
in whatever manner the designer has linked these locations. In adventure 
titles, the emphasis is on problem solving, not timing and dexterity. Players 
are expected to find objects and use them to interact with their environment to 
solve puzzles and advance the story line of the game. 

Things have recently gotten a little muddy in the adventure game genre, 
however, with the introduction of adventure titles that employ a first person 
perspective like action games, but are in all other respects completely similar 
to classic adventure titles. Players must still rely on their analytical skills and 
examine every object and location meticulously, but they simply do so from a 
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new point of view. Lighthouse and Zork Nemesis are examples of this new 
breed of an established genre. 

Role-playing games can take on either perspective. Most role-playing 
games do adopt a third person perspective where players control their indi- 
vidual character, or group of characters, from a safe place above the action. But 
a few (like Ultima Underworld) have also tried to do this from a first person 
perspective. Some would say that Ultima Underworld is more akin to DOOM 
(which wasn't even in development when Ultima Underworld was released), 
and there may be some truth to that, but the underlying difference in that 
comparison is also the defining aspect of role-playing games in general. 

The object of all role-playing games is to build up the skills and attributes of 
one's character enough to eventually take on whatever evildoers are behind all 
the bad things in the game and soundly defeat them. The system for doing this 
is almost always experience points. Player characters gain experience by 
fighting hordes of monsters, finding treasure, solving puzzles, and otherwise 
exploring their worlds and expanding their horizons in much the same fash- 
ion as we do in real life—only in a more romantic setting with higher stakes. 


Figure 1-3: Fallout, coming soon from Interplay, updates Wasteland, one of the most successful 
RPGs ever released. Players must explore and survive a post-apocalyptic world. 
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The most important distinction between adventure games and role-playing 
games is that the former has no method of character development. Instead, the 
player character enters the game with all the skills and pre-set attributes he or 
she needs to get the job done—the only missing element is the brain, which 
the player provides. Because of this, adventure games can be very frustrating. 
When you get stuck on a puzzle, you are truly stuck, and all the action in the 
game stops until you figure things out. In role-playing games, there are gener- 
ally enough side quests occurring simultaneously in the plot line that you can 
explore these other options and come back to a difficult spot in the game after 
you have gained more experience and equipment and are therefore more 
prepared to overcome that obstacle. Regardless of your preference within and 
between the two genres, you will find coverage of each in Chapter 7. 


Puzzle, Casino, Card & Board Games 


These classic games really need little explanation, for they are nothing more 
than the digital cousins of games we all grew up with. Yes, you can find Battle- 
ship, Risk, Monopoly, and other favorite multiplayer board games online, just 
as you can find almost every card and casino game known to man. Puzzle 
games do require some explanation however, because computers have allowed 
designers to create new types of puzzle games which could not have otherwise 
been produced. Tetris is a case in point. For our purposes, just because a game 
has puzzles does not mean it is classified as a puzzle game. As we just estab- 
lished, adventure games are loaded with puzzles. Rather, what defines the 
genre of puzzle games is that solving the puzzle is the main object of the 
game, as opposed to the puzzles being plot elements of a broader story line. 


Simulations 


Simulations put you in the cockpit, at the helm, in the driver's seat to shoot 
down the enemy, sink him, or win the race respectively. Point of view is cru- 
cial because players must feel like they are in the vehicle and in control, even if 
they choose to watch the action from a view outside the cockpit or race car. 
But the defining factor between a simulation and an action/arcade has to do 
with realism. 
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Figure 1-4: Red Baron II, coming soon from Sierra, is a sequel to one of the best WWI aviation 
simulations ever published. MPOG Red Baron was a staple of the original ImagiNation 
Network. Red Baron II will be available on the next incarnation of that service. 


X-Wing vs. Tie Fighter is not a simulator, no matter what Star Wars fans will 
tell you. There are no real world parameters for how an X-Wing fighter buffets 
in the upper level of the atmosphere over Tatooine. But there are real world 
parameters for how suspension settings affect traction at Daytona when the 
ambient temperature is 95 degrees. NASCAR simulators model these param- 
eters so players must make the same choices as their real world counterparts— 
and be rewarded with the consequences of those choices, whether that means 
a victory celebration in the winner's circle or a fatal crash coming out of turn 
three. So if its not based on reality (or as close as we can come to it) you won't 
find it listed as a simulator in Chapter 9. Sports simulations will be covered in 
conjunction with the other sports titles in Chapter 10, but they will be noted as 
simulations where appropriate. 
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Sports Games 


This genre is also fairly self-explanatory. The Internet is clogged with 
multiplayer games of traditional sports like football, baseball, and golf, but we 
will take a slightly broader view of the sports genre than that. Chapter 10 will 
also cover a couple of fictional and fantasy titles with sports orientations. 
Think of Rollerblade. The game doesn't have a real world counterpart, but it is 
a derivative of a real world sport, and the emphasis remains on athletic com- 
petition, either team based or individual. 


Gary 

lstStroke =- © 
Hóle3:; Pars 
Distance fit: 184 yards 


Figure 1-5: Sierra’s Front Page Sports line of games dominates the sporting genre online. This 
shot is from their upcoming release, FPS Golf. 


Strategy Games 


Strategy games are those games that emphasize cognitive reasoning and 
analytical ability over all other player attributes and are not based on a histori- 
cal timeline. This qualifying distinction is important because war games will 
live up to many of the defining elements we use for strategy games, but they 
are based on historical conflicts. Just as X-Wing vs. Tie Fighter might be an 
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excellent game to test one's dogfighting skills against other players, it falls 
short of simulation status because of the lack of a realistic precedent for the 
action portrayed. Strategy games fall short of war game status because of the 
same lack of realistic precedent. 

Most strategy games revolve around resource management. Players have a 
goal or series of goals to achieve, from simple things like feeding all of their 
people to complex objectives like conquering the galaxy. To achieve these 
goals, they are usually given very little in the way of resources, and they must 
shepherd these carefully until they figure out how to obtain more resources. 
Frequently, strategy players can feel as if they are being asked to paint the 
ceiling of the Sistine Chapel with a box of crayons and a pogo stick, but figur- 
ing out how to get it done is most of the appeal of these types of titles. And 
working against dozens of other players with the same goals in the 
multiplayer arena is even more of a challenge. 

Chapter 11 addresses the best strategy games online, from combat oriented 
titles like Warcraft II and Command & Conquer: Red Alert to quasi-god games 
like Civilization and Master of Orion. Each focuses on resource management, 
only the execution differs. 


War Games 


War games are the ultimate strategic challenge, provided one plays from the 
perspective of the historical loser or seeks to significantly improve on the 
performance of the historical winner. Nothing is more satisfying than rewrit- 
ing history from the comfort of your own home. This is not to say that war 
game scenario designs must always rigidly adhere to the historical order of 
battle or the time at which reinforcements arrive at the battlefield. In fact, war 
gamers thrive on exploring the consequences of these alternative possibilities 
because most of them revolve around events that almost happened. 

Again, the defining element between strategy games and war games is that 
the latter have a historical basis. Players won't be able to develop ray gun 
technology in 1864, no matter how many resource points they put into re- 
search and development. Also, units are depicted with roughly the same level 
of experience, discipline, equipage, and other factors that define their capabili- 
ties as closely as possible to the reality of the period being depicted. 
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Moving On 


By now, you should feel comfortable with the core concepts of game genres, 
have some appreciation for the appeal of MPOG and how that appeal devel- 
oped over time, and also be anxious to see what the world of online 
multiplayer gaming has for you. As stated earlier, you can use the table of 
contents to jump right to the topic that most interests you now, or you can 
move directly into the next chapter, which will introduce you to Mplayer, one 
of the leading services competing for the online gaming audience. 


chapter ~~ 
4 Mplayer 


M... is currently the hottest of all the online gaming arenas for a 
number of reasons, not the least of which is that the basic gaming service is 
completely free! That's right, there are no hourly charges or monthly fees to 
try out most of what the service offers, but players will find that's a lot like 
getting cable television but not springing for HBO or other premium channels. 
And Mplayer's premium services are worth the annual asking price of $29.95. 
For more details on what that membership fee provides, see "Basic & Special 
Charges" below. 


Background 


Mplayer is currently compatible with every Internet Service Provider (ISP). 
But not all ISPs are created equal. Some are simply too slow to play fast-action 
games. AOL, Prodigy, and CompuServe do not yet support adequate TCP/IP 
connections for fast game play, but they're working on it. You can access 
Mplayer at http:/ /www.mplayer.com from anywhere on the World Wide 
Web. Your ability to access the games on Mplayer will vary with your ISP and 
its virtual "distance" from the PSI network. Long latencies ruin fast-action 
multiplayer games. Latency is the time it takes for data to make the round trip 
from your computer to your Internet Service Provider to a Web site and back 
again. You shoot, and nothing happens...nothing, that is, until you're history! 
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In addition to the distance your data must travel to the Mplayer servers, 
latency is also affected by several factors: 


E Volume of traffic on the Internet. 


W Planned or unforeseen regional or national network outages 
on the Internet. 


B Your connection speed. 


Mplayer monitors your Internet connection and prevents you from entering 
games that would not offer fast, satisfying gameplay. When you enter a Game 
Lobby to start a game, Game Rooms will appear as either green or red. A red 
room means you do not have an adequate connection necessary to play that 
game. A green room means that your connection is adequate. 

Mplayer also reduces latency by utilizing a proprietary speed-enhancing 
technology called Multi-Client Application Protocol (MCAP) and deploys it 
on special game servers at strategic points nationwide inside the fast PSINet 
"backbone" network. If you experience latency issues with your local ISP, 
Mplayer recommends the WebBullet Internet Service, which uses PSINet, as 
an alternative. 

WebBullet Internet Service is an ultra-fast, nationwide Internet Service Pro- 
vider that carries Mplayer's game data. Even if WebBullet Internet Service is not 
your ISP, Mplayer routes your game data through the PSINet backbone, provid- 
ing average round-trip latencies below 200 milliseconds (one-fifth of a second). 
When WebBullet Internet Service is your provider, latencies drop to 150 millisec- 
onds or less. For information on how to download the Mplayer front end and 
establish a player account, see “Signing Up & Signing On” below. 


Figure 2-1: The Mplayer interface is both jazzy and functional. You can do everything 
from customizing a game environment to taunting your friends and enemies using 
proprietary voice conferencing. 
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What You Can Play 


Mplayer currently offers a great mix of action, strategy, simulation, role-playing, 
and adaptations of conventional board games. The titles getting the most 
player activity are currently Command & Conquer: Red Alert, Quake, and 
MechWarrior 2. But like all Internet activities, online gaming is a dynamic 
forum, and the hottest titles are constantly changing. But one thing is certain: 
every software publisher in existence is developing with multiplayer online 
gaming in mind. As such, there will be no shortage of new and exciting titles 
to play on all the services discussed herein. Mplayer is currently teaming up 
with the top game publishers to add new titles such as G-Nome. 

Games currently offered on Mplayer: 


W Battleship 


Big Red Racing: shareware and retail 
Command & Conquer: Red Alert 
Command & Conquer 

Command & Conquer: The Covert Operations 
Crush Deluxe 

Deadlock 

Diablo 

MechWarrior 2 

Quake: shareware, registered, and retail 
Quake: Capture The Flag 

Scarab 

Scrabble 

Risk 

Terminal Velocity 

Warcraft 


Special Features 


In addition to a dedicated ISP network that supports low-latency game play, 
Mplayer uses the available bandwidth of this network to offer other special 
features. LAN capable games have offered text chat functions for years, but 
Mplayer has spiced things up even more by developing real-time voice 
conferencing and integrating it with most of their titles. Configuring their 
engine to work with your sound card and separate headphone/microphone 
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may take more time than anything else you do to get up and running on the 
service, but the time investment is worth it to be able to taunt your opponents 
mercilessly without ever taking your hands off the game controls. Remember, 
when you are playing others in real time, the seconds that it takes you to type 
a message might be all the time they need to frag you. 

If you have trouble configuring the sound correctly on your computer, 
contact Mplayer's tech support group via support@mplayer.com. 

Voice conferencing is such an enhancement to the gaming environment, 
particularly for real-time strategy games like Warcraft where you can make 
alliances in addition to goading your enemies into mistakes, that you simply 
don't want to play without it. And it is also a much quicker way to set up 
matches with other players and to debrief after a match is done so you can get 
right on to the next one! Finally, Mplayer is also promising the ability to mimic 
the voices of your favorite superheroes in the near future. 


Text Chat 

Players who don't wish to fiddle with setting up voice chat can still interact 
via text chat with everyone in the same Game Lobby or Game Room. This chat 
engine functions just like the chat rooms on America Online or CompuServe. 
Players can also page others in a manner similar to AOL’s Instant Messaging 
features. Pages are used to invite others to join a particular game, plan alli- 
ances, and any number of other secret communiqués. 


TRY BEFORE YO. 
"mE —— 


wreBuíiry GET A TWO DAY 
uam egeris FREE TRIAL 


Greetings..i'm Hec1uc [Miscribbie! EE cate | 13 


Figure 2-2: Get used to seeing whiteboards in multiplayer gaming, because real-time video 
conferencing concurrent with gaming is not too far over the horizon. 
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ScribbleTalk 

Mplayer's ScribbleTalk is a shared whiteboard equipped with tools for draw- 
ing lines, shapes, and text in color. If you have ever used videoconferencing 
software, you are probably familiar with whiteboards. If not, they are rela- 
tively easy to understand. Basically, a whiteboard is an online chalkboard that 
everyone in a given Game Lobby or Game Room can see (unless they choose 
to close that window). Everyone who is in that area can use their electronic 
stylus, which is basically their mouse and keyboard, to input anything they 
want to the whiteboard. On Mplayer, whiteboards are often used by teams to 
either map out a plan of attack prior to or during a game or to debrief their 
lessons learned after a game. And if they want to plan their strategies in pri- 
vate, all they need to do is lock the room, much like using AOL’s private chat 
room features to keep out spies and unwelcome observers. 


Game Settings 

Mplayer features a lot of options that cater to players of varying skill levels. 
You can choose more difficult maps or levels as your skills increase and, 
through the use of the tournament and ladder ranking systems for Mplayer 
Plus members, it's easy to stay challenged by grouping yourself with others of 
like experience and capability. Although there are occasionally veteran players 
who take delight in killing off "newbies" in a particular game, the community 
is usually fairly good at policing these "psychos" and restoring some sense of 
balance to each skill grouping. 


Portraits 

The first major gaming service to offer portraits as online avatars of the indi- 
viduals playing behind them was the ImagiNation Network. Now, avatars are 
becoming fairly common, and Mplayer has them. Whether you want to repre- 
sent yourself accurately or as someone you are aspiring to be, you can pick an 
appropriate picture and profile to match your playing style. 
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Figure 2-3: Want to look like a wolf or a crazy man? Mplayer offers a lot of options for the 
creation of your online persona. 


Signing Up & Signing On 


There is an abundant number of ways to get signed up on Mplayer. In addition 
to using the free sign-up kit provided on the Companion CD-ROM, you can also 
find Mplayer sign-up kits poly-bagged with virtually all of the major gaming 
magazines; or you can download the necessary software at the Mplayer site 
itself or any one of a hundred other gaming related sites on the Web. 

Mplayer Plus requires that you connect from the United States or Canada. 
International members can enjoy a free five-hour trial of Mplayer Plus; at this 
time, however, yearly subscriptions of Mplayer Plus are available to U.S. and 
Canadian members only. Additionally, you must have a Pentium processor, 
Windows 95, a minimum of 8MB of RAM (16 MB highly recommended), and a 
14.4 or 28.8 kilobits per second modem. Oh, and don't forget your credit card 
if you are signing up for Mplayer Plus (see “Basic & Special Charges" below). 


Where to Download Front Ends 

If you have one of these CDs: Battleship, Risk, Scrabble, War Wind, or Red 
Alert, you already have Mplayer. Install Mplayer from your game CD-ROM. 
Otherwise, download the Mplayer software from http:/ /www.mplayer.com 
(5.6 MB, approximate download time at 28.8 kbps is 39 minutes) into a direc- 
tory you can remember. 
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After downloading Mplayer, double-click on the file Mplayer_177.exe in 
the directory you previously specified. Can't find the file? A Winzip dialog 
will appear—select Unzip. After unzipping the file, the program automati- 
cally guides you through the simple Mplayer software installation and 
account creation process. After creating your account, the program gives you 
the option to dive into Mplayer immediately. Select a game you want to play 
and you're off. 


Basic & Special Charges 

As mentioned previously, signing up for the Mplayer Free Zone is just that, 
free. But it also gets you a free five-hour test drive of Mplayer Plus. Simply 
click on the game you want to play under the Mplayer Plus banner on the 
games page and your five hours will begin. Spend the time chatting in the 
Lobbies or playing games—it’s your choice. Once the trial period expires, you 
can either input your credit card information to get a full year of Mplayer Plus 
for $29.95, or simply stay with the basic service. 

Mplayer Plus membership includes automatic entry into all of the tourna- 
ments and online contests, a subscription to the Mplayer newsletter, a sub- 
scription to PC Games, exclusive access to the newest multiplayer online games 
before they move to the list of free service offerings, and more goodies and 
gewgaws all the time. Go online to find the latest deal. 


Moving On 


Mplayer is working very hard to build a sense of community in online gam- 
ing, and that is a smart thing. They facilitate the creation of Clans and Guilds 
for players of like interest, service these communities regularly by organizing 
tournaments and contests, stock their gift shop with products players actually 
want, provide online hints, tips, and tricks for the games they offer, and do 
virtually everything they can to be a "one-stop shop" for online multiplayer 
gaming. As a result of their user oriented focus, more and more players are 
joining daily. This factor, combined with a smart business model and strong 
technical base, make Mplayer one of the favorites to garnish the long-term 
gaming dollar. 

In the next chapter, we will examine Engage in the same fashion. Hold on to 
your modems kids, the online wars are just beginning! 
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ENGAGE 


Ta ENGAGE strategy differs from that of Mplayer or TEN. ENGAGE is 
trying to capture the entry-level online gaming market by building strong 
relationships with ISPs like AOL, CompuServe, the Concentric Network, and 
others. The idea here is to be the "game solution" for each of these user bases. Of 
course, AOL and other ISPs have been smart enough to avoid granting exclusiv- 
ity to ENGAGE in this capacity, but the game service has succeeded in grabbing 
some choice positioning (the cyberspace equivalent of real estate) nonetheless. 


Background 


ENGAGE is solidly backed and solidly led by visionaries. Originally spun off 
of veteran games publisher Interplay, who intended the service to be an online 
showcase for their titles, ENGAGE was subsequently sold to Softbank. 
Softbank's interest in owning a gaming service had nothing to do with cross- 
marketing their other holdings. They saw the potential profit margin in MPOG 
and wanted a piece of it. Softbank is attacking the market using traditional 
corporate tactics. Exclusive of leadership that understood the games market, 
this would be a disastrous approach. Fortunately, there is a steady hand at the 
helm of ENGAGE. 
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Jeff Leibowitz, the president of ENGAGE games online, came to ENGAGE 
from the Reuters company, Reality Online, developers of Reuters Money 
Network, where he was executive vice president. Prior to coming to Reality, 
Jeff helped develop and introduce the concept of the cyber-community with 
The ImagiNation Network (INN). You will read about the new ImagiNation 
Network at the end of Chapter 5, “Other Online MPOG Services.” For now, it 
is only important that you understand that because of its roots, ENGAGE is a 
real contender in the MPOG marketplace. 


What You Can Play 


ENGAGE offers a good, balanced mix of action, role-playing, and strategy 
games. It also has games that are not available elsewhere because it still owns 
exclusive online rights to the Interplay library. Most of their titles only require 
that you download the appropriate front-end software (see “Where to Down- 
load Front Ends” below), but Warcraft also requires the original retail release 
CD-ROM; the download for that game is simply a patch that allows multi- 
player gaming online. 

Games currently offered on ENGAGE: 

W Castles II: Siege & Conquest 
Rolemaster: Magestorm 
Descent—Online 
Splatterball 
Billboard Live—Music Trivia 
Virtual Pool 
Warcraft II: Tides of Darkness 
Darkness Falls 
Redneck Rampage 
The Improv 
Rolemaster: The Bladelands 


Upcoming game titles: 
W Caesar's Casino 

E Battlechess 4000 

W Dragon Dice 

W Shattered Steel 
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W Diablo 

W Human Beans 

W Fragile Alliance 

B US Chess Federation 


Billboard Live and The Improv are two unique offerings, covering music 
and comedy trivia, respectively. Neither Mplayer nor TEN feature trivia 
games, which is surprising given how popular they have become. But the 
upcoming improved version of the ImagiNation Network will have the 
granddaddy of all multiplayer trivia games, NTN. 


Special Features 


After you have logged on as a new user (see "Signing Up & Signing On" 
below), you will be taken to the screen shown in Figure 3-1 below. You navi- 
gate throughout the site using the command bar on the left. Not all of the 
features on the command bar, however, are currently available. 


http: //www.engagegames.net/version system 


UEM A 


Figure d 1: The ENGAGE interface isn t nearly as interesting a: as Mplayer's, but the command 
bar on the left stays with you until you enter a game, then it is replaced by the specific control 
menu for that game. 
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The People button, for example, will eventually allow you to configure your 
personal settings (profile, etc.) as well as let you look at other member profiles. 
The online store hasn't opened yet, either. Finally, there will be "Provider" 
areas for the developers that make the games featured on ENGAGE. It appears 
that these will be created in similar fashion to TEN's "Dataspheres" (see Chap- 
ter 4, "TEN," for details), and contain all the information (hints, cheats, tips, 
strategy, etc.) a player could want on a given game. 

Like the competition, ENGAGE has both real-time chat and message boards 
although there doesn't seem to be as much activity on these features as else- 
where. They also feature limited availability of low-latency access and no 
monthly minimum fees (see "Basic & Special Charges" below). 


Signing Up & Signing On 


As stated previously, ENGAGE's strategy is to capture the MPOG market at 
the ISP level. As such, there are several different sign-up paths depending on 
who your service provider is. If you are an America Online member, you are 
already an ENGAGE member. Game play fees are automatically charged to 
your account as an AOL Premium service. If you want to sign-up with AOL 
as your way to ENGAGE games online, go to http:/ /www.aol.com/try / for 
information and access software. 

EarthLink Network provides reliable, easy-to-use Internet access services 
for $19.95 a month, with a $25 set-up fee. An area within the EarthLink Network 
Web site, The Arena, offers multiplayer Internet games and entertainment 
including tournaments and contests with prizes as well as chat areas (for more 
information on EarthLink's Arena, see Chapter 5, "Other MPOG Services"). 
Existing EarthLink subscribers should sign up for The Arena before accessing 
ENGAGE games online. If you want to join EarthLink, as your way to ENGAGE 
games online, go to http:/ /www.earthlink.net/company /USdialup.html for 
information and access software. 

Concentric Network has developed a network that provides ultra-low 
latency and fast file transfers using high-performance frame relay technology. 
Delivering access speeds of up to 28.8 kilobits per second, the Concentric 
network offers fast, high-quality service to over 3,000 cities across the United 
States and Canada. Concentric's products also boast the only real guarantees 
in the business—throughput and latency guarantees from one end of the 
backbone to the other—enabling gamers to play quick-response games with- 
out experiencing time delays. Current Concentric subscribers can access EN- 
GAGE games online by completing a simple registration process. If you want 
to join Concentric as your way to ENGAGE games online, go to http:/ /home. 
concentric.net/ what /individual.html for information and access software. 
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If you access the Internet through a provider not listed, you can still access 
ENGAGE games online. Go to HYPERLINK at http:/ /www.onlinegames.com 
and complete the registration for ENGAGE games online. You must have a 
major credit card. Once you've signed-up, just go to www.engagegames.com 
to play. 


| © Virtual Pool Online - [eddille in Pool 101] 


32000 The Sticks {0} Sharkey's [0] 


al Pool Online! For information on how to play, please use the Help 


Figure 3-2: Looking to hustle some newbies? ENGAGE has the only virtual pool halls 
on the Net. 


There are three different ways to find a game: the Games button, genre 
areas, and provider areas. The Games button is located in the button bar at 
the left and, when clicked, will take you to the games area. Once there, you 
will find all of the games that are currently available from ENGAGE. Both 
the genre areas and provider areas can be accessed through the planet on the 
front page. Simply move your mouse cursor around the planet to find the 
hotspots; the name of the area will pop up when you hit one. You can always 
return to the front page from any area by clicking on the ENGAGE logo in 
the button bar. 
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Make sure that you have all of the required files downloaded (including the 
ENGAGE system components). Find the game you wish to play, either by 
clicking the Games button in the button bar at the left or by using the planet 
on the front page, and click Play. This should launch the game. 


Where to Download Front Ends 

The files you need to access all the ENGAGE games can be installed from 

the Companion CD-ROM or downloaded from HYPERLINK at http:/ / 
www.gamesonline.com/ files/. You should be able to download the game files 
by clicking on their links. However, if this doesn't work, try clicking the right 
mouse button on the link and choosing the Save option. The easiest place to 
save these executable files is on your desktop. That way, after they have been 
installed (which you do by simply double-clicking on the file), you can easily 
dump them into the recycle bin. The following is a list of downloads available 
and their memory requirements: 


E ENGAGE system components for Netscape Navigator 3.0: 1.6 MB 
ENGAGE system components for Microsoft Internet Explorer 3.0: 1.5MB 
Microsoft DirectX 3.0 installer Version 3.0: 3.5 MB 

Castles II Components Version 1.10: 2.9 MB 

Descent Online Components Version 1.06.00: 5.7 MB 

Virtual Pool Components Version 1.03: 1.9 MB 

Rolemaster: Magestorm Components Version 2.10.00: 10.4 MB 
Warcraft II Components Version 0.95: 3.3 MB 

SplatterBall Components Version 1.90.00: 4.6 MB 

Darkness Falls Components Version 1.12.00: 1.9MB 

Rolemaster: The Bladelands Components Version 1.13.00: 1.2 MB 
Improv Comedy Trivia Components Version 1.04.00: 2.2 MB 


Basic & Special Charges 

Access to ENGAGE games online is billed by the minute at a rate of $1.95 per 
hour with no monthly subscription fee. Introductory specials are fairly com- 
mon, though, so be patient and wait for one of those so you can get some free 
hours to check out the service before cutting loose with your cash. 
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Figure 3-3: Victory doesn’t always c 
ENGAGE exclusive. 
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Moving On 


If you are a fan of action games, Descent and Redneck Rampage are probably 
reason enough to check out ENGAGE. But you should also be aware that, of 
the three big competitors, ENGAGE is the least mature gaming site. Not in 
terms of the age of the players or their behavior, but developmentally. ENGAGE 
has promised more than it has delivered so far, but it also realizes that it has to 
fulfill these promises to stay in the game! 

Speaking of staying in the game, a lot of other services are doing that as 
well. And new ones seem to be cropping up all the time. We will take a good 
look at these competitors in Chapter 5, “Other Online MPOG Services." First, 
however, we need to round out our evaluation of the Big Three by examining 
the Total Entertainment Network, affectionately known as TEN. 
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W.. Mplayer is placing the greatest emphasis on creature comforts and 
ease of connectivity, and ENGAGE is seeking to capture the online gaming 
audience through traditional corporate stratagems, TEN is employing ele- 
ments of both approaches (but is also focusing its hopes for dominance on 
strategic partnering within the industry). With online rights to over 25 differ- 
ent premiere titles by industry-leading game publishers—over half of which 
are TEN exclusives—and a developmental architecture that is very program- 
mer friendly, TEN seeks to capture both the support of the best software 
publishers and the best titles they have to offer. If they are successful, they win 
the gaming audience by default. Why? Remember from Chapter 1, it's what 
games you play, not where you play them. 


Background 


Total Entertainment Network, based in San Francisco, was formed from the 
merger of Outland, Inc., and Planet Optigon, Inc.—two companies that have 
been developing online technologies and communities for the last twelve 
years. TEN received its initial funding in June 1995 from Kleiner, Perkins, 
Caufield, and Byers. Other investors include: Ameritech; Goldman Sachs; 
Robertson, Stephens & Company; Vertex Management; and Wasserstein 
Perella Ventures. Software Creations, the #1 rated BBS in the country, is a 
subsidiary of TEN. 
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TEN has been pioneering Internet gaming technologies for over six years 
and has been heralded by software developers as the best and easiest way to 
make their games playable on the Internet. As a result, the following major 
publishers are currently partnering with TEN: 3D Realms, Apogee, Accolade, 
Blizzard, Eidos Interactive, id Software, MicroProse, Spectrum Holobyte, SSI, 
and Westwood Studios. And if you aren't familiar with any of those software 
publishers, then you must be completely new to gaming in general, not just 
multiplayer online gaming. 

You can connect to TEN through the Internet using SLIP/PPP Internet 
access. Most Internet Service Providers and some major online services pro- 
vide this type of connection. But just as with Mplayer and ENGAGE, all of the 
factors that impact whether or not you get a good Internet connection with 
low latency are still in play. TEN's device to inform you whether or not the 
connection you have is good enough to play a particular game is an annoying 
little character called Mr. Bandwidth. 

If you don't have SLIP/PPP access to the Internet or your ISP isn't very 
good, you can use TEN's own Internet access through Concentric Network. 
Concentric has hundreds of local access numbers across North America that 
will give you the access quality and speed that you need for TEN. Once you 
sign on to TEN, you can select the local access number nearest you. For infor- 
mation on how to download the TEN front end and establish a player account, 
see "Signing Up & Signing On" below. 


T TEN - Game: Duke Nukem - Retail Arena: Veteran Zone: Pandemonium 


Support Help 
7 


Figure 4-1: The TEN interface offers many of the same features as Mplayer, but making and 
keeping a good connection to the service is currently more problematic than on Mplayer. 
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What You Can Play 


TEN's push for exclusivity in all of their licensing arrangements is a double- 
edged sword. For now, it means that they don't offer as many games as 
Mplayer, but it also means that TEN has games, hot games, that no one else 
has. Sure, you can find Diablo and Command & Conquer elsewhere, but if you 
want to play Duke Nukem 3D or Master of Orion II, TEN is the only place you 
can go to do so. The downside of pushing for exclusivity in all licensing is 
that, as a rule, it costs a lot more to have an exclusive license than a non- 
exclusive license, and you need to be sure you can recoup the difference 
through player activity. 

Games currently offered on TEN: 


B Duke Nukem 3D 
Duke Plutonium Pak 
Diablo 

Command & Conquer 
C & C: Red Alert 

AD & D DARK SUN 
Deadlock 

Master of Orion II 
Panzer General 
QUAKE 

Warcraft 


With the exception of Panzer General (a war game) and AD & D DARK 
SUN (a role-playing game), TEN's current library consists entirely of action 
and strategy titles. Upcoming additions to the TEN line up include: Blood and 
Shadow Warrior, two more action titles, and Confirmed Kill and the NASCAR 
Racing Online Series, two very popular simulations. 


Special Features 


TEN offers many of the same chat and game-management features as Mplayer 
(though it does not support voice conferencing) and is also seeking to be a 
one-stop shop for all of a gamer's needs. For example, TEN is creating a lot of 
indigenous newsgroups in addition to their chat areas and is also investing a 
lot of time and money into the creation of fresh editorial content for its site. 
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For our purposes, editorial content is defined as game news, reviews, hints, 
cheats, tips, strategy, and virtually all other journalistic activity involved in 
talking about a game, not creating a game. The TEN approach to editorial 
content is a sound one. Everything of interest to a player of a given game is 
organized into one support area for that game. This area is called a Datasphere. 
It's a good concept, even if the name is cheesy. 

So, if you want to do anything pertaining to Duke Nukem besides just 
playing the game, go to the Duke Nukem Datasphere. There you will find 
newsgroups discussing various Duke activities, schedules of tournaments and 
other online events surrounding this title, as well as game cheats, strategies, 
level maps, libraries full of utility files, editors, and new levels (both profes- 
sionally designed and also those created by other Duke players), and virtually 
everything else anyone would ever want to find about that game. 


SHRINKER å nasty device, the shrinker 
reduces opponents to mites for a few seconds. During 
this time, they can be easily stomped to paste. 
Powerful, but a little risky to use around mirrors, which 


crot oull get a good look at the - 
ou can still move faster than them. 
limitations, the shrinker is in some ways 
the most lethal weapon in the game, particularly in 
enclosed spaces: it has all the lethality (almost) of the 
RPG, without the dangerous collateral-damage effects. 


Ülb DEVASTATOR This cruel weapon seems to be 
less effective in multiplayer than it is in single player 
mode, but it's still vicious, spraying dozens of miniature 
rockets in a diffuse pattem. The blast radius of any of 
these rockets is much smaller than that of the RPG, but : 
you can saturate an area with them. Many people find _ 


ves FRIPBOMBS. Handy gadgets indeed! Slap one up 


Figure 4-2: TEN'S developers recognize that gamers group themselves not only by genre, but 
also by the game title they are currently most interested in. To service these communities, TEN 
groups all of the information it has about each game in a Datasphere devoted to that game. 


Like all of the services, TEN is constantly updating its software to provide 
new features. TEN released their version 1.2 patch in the first week of May, 1997. 
At the time of this writing, version 1.2 is the most current version available. As 
always, you should check http: / /www.ten.net frequently for newer versions. 
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Existing TEN subscribers can upgrade to v1.2 automatically by logging onto 
TEN. The patch takes approximately 18 minutes to download at 14.4 kbps or 
10 minutes at 28.8 kbps. You will not be charged for that download time! The 
newest features include: 


W E-mail. Granted, you probably already have an e-mail address, but does 
it make a statement for you? TEN hopes that you will use the ten.net 
e-mail address they automatically assign to you with v1.2, not only to 
send mail to other TEN players, but also when you communicate with 
everyone else on the Internet. Why? Because it's free advertising for 
them in every newsgroup you post to. Anywhere you can get your 
domain name exposed is good for business. 


E Page and Locate. These are parallel implementations of AOL's Instant 
Message and Buddy list features. They simply make it easier for you to 
find and communicate with people whenever they are signed on so that 
you can get in that rematch you so desperately want. 


W Easy Web Access. TEN v1.2 provides quick-and-dirty links to TEN's 
custom Web sites, such as the aforementioned Dataspheres, the cus- 
tomer support Web site, and exclusive editorial content like the 
News@TEN site. 


= B.U.L.L.E.T. Technology. In Chapter 1, “An Introduction to MPOG,” you 
were given an appreciation of the negative impact of high latency on 
multiplayer gaming applications. Another term for latency is lag. 
TEN's v1.2 addresses lag issues with Bill's Ultimate Lockstep Lag 
Eliminator (B.U.L.L.E.T) Technology. With this upgrade, games like 
Duke Nukem 3D, Diablo, and the upcoming Blood and Shadow War- 
rior play much smoother than in earlier versions. Other "lockstep" 
games in the development pipeline also plan to take advantage of this 
speed-enhancing technology. 


W Improved Game Creation. When you create a game in version 1.2, a special 
window will open at the bottom of the TEN screen where you can pri- 
vately chat with people who join your game—while maintaining a con- 
versation with the main Arena. This makes it easy to recruit new folks to 
your game, discuss how the game is configured, and otherwise stay busy 
while you wait for laggards! 
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CLOSE 


Figure 4-3: TEN's improved paging and messaging features make game 
coordination easier than ever before. 


Signing Up & Signing On 


Getting started on TEN is easy. Either use the free sign-up kit provided on the 
Companion CD-ROM, download the necessary software at the TEN site itself, 
or take advantage of any of the sign-up kits that are given away with gaming 
magazines every month. Before you even think about getting online, however, 
make sure your hardware is up to the task. 

The bare bones minimum configuration you need to play games on TEN is 
a 486/66 DX2, equipped with Windows 95, 8MB RAM, 14.4 kbps modem, and 
a 2x speed CD-ROM. Playing on such a machine is frustrating at best, but you 
can get it done if that is your only option. TEN recommends the following 
hardware configuration for a more optimum experience: Pentium 60MHz, 
16MB RAM, 28.8 kbps modem, and 2x or greater speed CD-ROM. You must 
also be over 18 and own a major credit card to join TEN. 

When you're done with the installation, sign on to TEN. You can do this by 
double-clicking on the TEN icon in the PROGRAM FILES/TEN folder (or 
wherever you chose to install TEN). You can also use your Windows 95 Start 
Menu in the lower left corner of your screen: select Start | Programs | TEN | Total 
Entertainment Network. 

Select the New User button on the TEN sign onscreen. You'll be prompted 
to enter account information, a credit card number, and other fun little facts 
about yourself. Rest assured that TEN uses the latest in encryption technology 
(RSA) to protect your personal information. 

Once you've reached the main TEN screen, choose a game that you have 
installed on your system. TEN requires that either the shareware or full com- 
mercial version of each game title you intend to play be installed locally on 
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your system; if you don’t have a game that you want to play, you can down- 
load the shareware version on TEN. Then, select a Game Arena from the Arena 
selector (pick one with some people in it). Finally, chat a bit with the other 
players and arrange a game. You can either join a game or create one for oth- 
ers. On your first visit, it’s probably best to join a game created by an experi- 
enced player. 


Play it on TEN www fen.nel 


Figure 4-4. Duke Nukem is one of the most popular games on TEN, and it's a TEN 
exclusive as well! 


Where to Download Front Ends 

Go to the TEN sites mentioned above. You'll need a file called TENZIP.EXE, a 
4.8MB file. Once you’ve completed the download, install the TEN front-end 
software by double-clicking on TENZIP.EXE. This will extract the compressed 
TEN file and launch the TEN installation program, which will copy the TEN 
files to your hard drive. (If you’ve previously installed TEN, be sure to com- 
pletely uninstall the old version before installing the new.) 


38 


The Online Gaming Starter Kit 


You can also order the free TEN sign-up CD-ROM online. The great thing 
about the CD-ROM is that you also get Duke Nukem 3D Shareware, QUAKE 
Shareware, DARK SUN: Crimson Sands Online, Warcraft, and Panzer General 
absolutely free in addition to the TEN software. You also get support files and 
demos of upcoming games. Of course, if you're salivating to get on TEN right 
now, you can download these games after installing TEN normally. Be pre- 
pared though, some of these files are big and will take a while to download. 


Basic & Special Charges 

New users receive five free hours! After that, TEN has two rate plan options: 
an hourly “pay as you play" plan and a flat rate "all you can eat" deal. The 
hourly rate plan costs $9.95 per month, for which you receive 5 hours of TEN, 
and 5 hours of Internet connection time if you use TEN's local dial-ups pro- 
vided by Concentric network. Each additional hour after that costs $1.95 per 
hour, but does not include Internet connection time. The flat-rate plan costs 
$19.95 per month for unlimited use of TEN, but once again, this fee does not 
include Internet access. TEN /Concentric Internet access on top of either pric- 
ing plan costs an additional $0.95 per hour. 


Moving On 


TEN has some technical issues to solve and their pricing plan will come down 
to reality, just as AOL's was forced to do. People love to play, but they don't 
love to pay...by the hour that is. And when it does come down in price, one 
hopes they have built enough other revenue streams into their business model 
to support the cost of exclusive licensing. 

Nevertheless, they are doing a lot of other things right. They have more 
tournaments and activities for their players than any other service (Mplayer 
comes in a very close second in this category), and they are doing a bang-up 
job of meeting other player needs. TEN is a community of gamers adminis- 
tered by gamers. You will like the feel of it if nothing else. 

In the final chapter of this section of the book, we will examine all of the 
remaining contenders for your online gaming dollars. Although some among 
this grouping may feel that they deserved a chapter to themselves, they can 
aspire to that for next year's edition by further distinguishing themselves from 
the pack. After all, if they do, it's only better for us! 


Other MPOG 
Services 


l. this chapter, you will come to appreciate that the world of multiplayer 
online gaming is much larger than it initially seems. Mplayer, TEN, and 
ENGAGE may be making the most noise to distinguish themselves from the 
pack, but the important thing to understand is that there is a pack. As such, 
the market is already very crowded and new services are appearing every 
month. While it is certain that not all of these ventures will be around five 
years from now, as all new markets go through a period of shake out, it is 
also certain that the potential audience for Internet-based entertainment is 
big enough to ensure that the best services won't just survive, they will thrive. 
To evaluate who some of those winners might be, let's examine the other 
current contenders now, in alphabetical order. 


ARIES Online Games 


ARIES Online Games is a subsidiary of Kesmai Corporation, that is in turn 
owned by Rupert Murdoch's News Corporation, a media giant whose publica- 
tions reach approximately two-thirds of the world's population. ARIES is differ- 
ent from other game services in that it provides its titles wholesale to existing 
commercial online services and ISPs where there are already paying customers. 
This strategy provides ARIES's game publishing partners with immediate 
turnkey access to over 12 million paying subscribers of America Online, 
Prodigy, CompuServe, EarthLink Network, and Delphi. Game developers using 
ARIES technology include: Accolade, Discovery Channel Multimedia, Interac- 
tive Magic, Twentieth Century Fox, Masque Publishing, and Kesmai Studios. 
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Background 


Kesmai Studios was a pioneer in the online gaming industry. Early games 
were text-based MUDs and role-playing games. In 1989, Kesmai launched Air 
Warrior, a multiplayer flight-simulation game with a graphical interface. Air 
Warrior was the first of its kind, establishing a whole new standard in online 
gaming and rivaling box products in the marketplace. Today, Kesmai's line of 
games includes role-playing, simulation, sports, and classic games. 


What You Can Play 


Current ARIES titles include: Air Warrior, Air Warrior II Online, Online Ca- 
sino, Harpoon Online, Legends of Kesmai, MultiPlayer BattleTech: Solaris, 
Stellar Emperor, CatchWord, and a collection of classic board and card games. 
What you need to understand, however, is that which games you can play 
depends on what online service you use. The following services feature ARIES 
games: America Online, CompuServe, Delphi, EarthLink, GeoCities, Prodigy, 
and the TV Guide Entertainment Network. 

To get free time and a chance to play new ARIES titles before the general 
public, visit http:/ /www.ariesgames.com/openbeta/ and register as a beta 
tester. Casino Blackjack and Air Warrior for the Mac OS are currently being 
featured as playable betas on the ARIES site. 


Figure 5-1: A P-51 buzzes the tower. ARIES Online features Air Warrior II as one of its 
primary attractions. 
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Special Features 


As one of the pioneers of MPOG, it isn't surprising that Kesmai is also one of 
the leaders in the sheer number of players that can connect in a given play 
environment simultaneously. Most games take pride in calling themselves 
multiplayer if they can bring eight users together in a single match; some are 
satisfied with two-player head-to-head capability, but some Kesmai titles can 
bring 1,000 players together in a single game. This isn't a tournament or a 
series of games that only a few players participate in at a time, but 1,000 
people actively interacting in the same play environment at the same time! 

“Big Week" is one such gathering for fans of Air Warrior II. This online 
event is a historical reenactment of an Allied WWII bomber offensive code 
named "Argument." This air offensive was a series of coordinated missions by 
the 8th AF, the 5th AF, and RAF Bomber Command designed to eradicate the 
industrial facilities producing fighter aircraft for the Luftwaffe. One thousand 
players will gather online to reenact this campaign, and perhaps even change 
the historical outcome, this summer. Players can serve as fighter pilots, 
bombers, or crew members on the multiplayer-crewed B-17 Flying For- 
tresses. You don't need prior experience in Air Warrior or in any other flight 
simulator to participate. And if you miss this one, don't worry, there will be 
many more like it. 


Signing Up & Signing On 


Sign-up and connectivity requirements vary by service. In general, you must 
have an account on one of the services and have the game software installed 
on your local machine. To download the necessary front ends for the games of 
your choice, visit http:/ /www.ariesgames.com/games/legends/download/ 
software.html. 

In most cases, large file downloads can be avoided by opting to download 
the game files in "chunks," then running the individual executable files associ- 
ated with each chunk. Some games also require Direct X or other special 
drivers. When this is the case, these drivers are available for download as well. 
Kesmai also maintains ftp:/ /ftp.kesmai.com/games to handle download 
requests for its more popular titles, like Air Warrior II. 


Basic & Special Charges 


Again, the charges you encounter vary by the online service through which 
you play the games. Consult your service provider directly for hourly and flat 
rate pricing plans. 
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Synopsis 

ARIES is different from many of the other companies examined in this book 
because its primary focus is that of a game developer, not an online gaming 
service provider. But since Kesmai/ ARIES titles are pervasive on virtually 
every major service, coverage of them is useful. Expect quality and solid 
design whenever and wherever you find the Kesmai/ ARIES brand. 


Blip (http:/ /www.theblip.com/blip/) may be nothing more than a blip on the 
big screen of MPOG, but it is worthy of mention herein for a few reasons. First 
and foremost, the games it features are entirely Web-based. No need for sepa- 
rate front ends or special resident software (other than normal plug-in utilities 
for Netscape or whatever happens to be your favorite browser). Second, it's 
completely free. And finally, it's small and independently owned, which gives 
it some bizarre entrepreneurial charm if nothing else. 


What You Can Play 


In addition to a relatively simple Chess program, Blip offers Sumo, Bombar- 
dier, and a clever arcade game called Perambulator GP. 


W Sumo: A deceptively simple game of battling Sumo wrestlers. Two 
players. One ring. Eight hundred pounds of quivering flesh. What 
more do you need? 


W Bombardier: Pick a city and bomb it with whatever you want! And, just 
like real war, it’s not a game! Nope, it's more of a good-natured competi- 
tion with your rivals in other cities. 


W Perambulator GP: A new kind of racing game for the young-at-heart. 
You're an infant trapped in a runaway baby carriage, trying to save your 
life as your perambulator bounces down stairwells and careens across 
sidewalks and roads. You'll have to avoid many obstacles—including 
businessmen, skate boarders, and banana peels—in order to keep your 
cute little baby face intact. Crash into something and that soft flesh of 
yours is catapulted into the ether! 
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Figure 5-2: A truck backing into the street. One of the many obstacles you'll confront 
in Blip's Perambulator. 


Special Features 


Blip is a very basic MPOG offering without a lot of the frills provided by the 
larger commercial sites. 


Signing Up & Signing On 


All Blip games need a special plug-in for your Web browser—Macromedia’s 
popular Shockwave. Shockwave allows animation, sound, and interactivity on 
the World Wide Web. This plug-in is currently available for Windows and Mac 
computers and is planned for UNIX machines "sometime soon." If you aren't 
sure whether you have Shockwave, check your browser's plug-in folder. 

In addition, Blip games that involve interplayer networking need a special 
plug-in for your Web browser: the “Data Engine." The Data Engine is not yet 
compatible with 680x0 series (non-PowerPC) Macs, Windows 3.1, or PowerPC’s 
running Open Transport. 


Basic & Special Charges 
Blip is free! 


Synopsis 


Blip is a small, comical, free site that offers a few somewhat bizarre multiplayer 

and single-player games and utilities. It's a good place to visit to see examples 
of the indigenous browser-based gaming capabilities of the Internet. You won't 

be wowed with anything like the bells and whistles of the pay services, but the 

price is right. Just remember that you get what you pay for and have fun. 
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DWANGO 


Interactive Visual Systems Corporation (IVS) developed and operates Dial-up 
Wide Area Network Game Operation (DWANGO), a dedicated high-speed, 
multiplayer gaming network. DWANGO’s executives have significant experi- 
ence in interactive video and compression technologies. With their combined 
expertise, they developed proprietary compression/decompression and rout- 
ing technologies, and designed and built the DWANGO system from the 
ground up for high-speed throughput and real-time game play. 


Background 


The company has established 24 game servers in major cities throughout the 
United States and Canada. With the recent installation of its first server in 
Tokyo, Japan, and planned servers in Singapore, South Korea, and Taiwan, 
DWANGO has begun its expansion to the international market. The company’s 
vision is to create a "global game village" by setting up and connecting local 
DWANGO servers in every major city and community around the world. 
DWANGO currently has servers in the following North American areas: New 
York, Los Angeles, Chicago (2), Philadelphia, San Francisco, Boston, Washing- 
ton, DC, Dallas, Detroit, Houston, Seattle, Minneapolis, Miami, St. Louis, 
Phoenix, Denver, San Diego, San Jose, Austin, Oakland, Shreveport, Montreal, 
Canada, and western Massachusetts. 

Games to play on DWANGO: 


Blood 

Descent 

DOOM 

DOOM Ultimate & DOOM 95 Ultimate 
DOOM II & DOOM 95 II 

DOOM Final & DOOM 95 Final 
Heretic 

Hexen 

Duke Nukem & DN Plutonium Pack 
Strife 

Terminal Velocity 


Descent II 


Big Red Racing 
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Warcraft II 

G-Nome 

Helicops 

Hell Bender 

Monster Truck Madness 
NetMech 


Shadow Warrior 


Special Features 


DWANGO uses a system that provides DWANGO players with statuses that 
are determined by the amount of time they spend using DWANGO. Thus, 
DWANGO does not reward players who score the highest kills—they reward 
players who spend the most time (and money) using their service. Other than 
this dubious benefit, there are very few creature comforts on DWANGO other 
than speed of connectivity. Of course, if you live close enough to one of their 
servers, that might be motivation enough to sign up. If you don't, however, it's 
expensive to dial in remotely and incur long distance charges on top of fairly 
steep playing fees (see "Basic & Special Charges" below). 
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Figure 5-3: Blast that Cacodemon! DWANGO made Doom even more 
popular and helped revolutionize multiplayer gaming. 
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Signing Up & Signing On 


To sign up for DWANGO, you must first install the dwango95.exe file 
(for the Windows 95 Client Software) either directly from the Companion 
CD-ROM that accompanies this book or by downloading it from http: // 
www.dwango.com/down.html. Put the file in a temporary directory, run 
the setup.exe file in this directory, and follow the Windows 95 installation 
instructions. 

For the DOS Client Software, download the dwango.zip file, then unzip it 
into its own directory. After you unzip it, type install and hit enter. Follow the 
installation instructions, and then type DWANGO to log in and start frag’n! 


Basic & Special Charges 


You can become a subscriber by hitting F5 during your first visit to the 
DWANGO lobby and selecting “Subscribe to DWANGO.” Monthly member- 
ship fees are $7.95, for which you receive five hours of play time, unlimited 
lobby time, and multiple lobby access. Once you are a subscriber, you can hit 
F5 again to purchase additional blocks of time. The prices are as follows: 


Æ 10 hours: $19 
B 20 hours: $34 
E 40 hours: $59 


All purchased time accumulates in a common account and any unused time 
in your account carries over from one month to the next automatically. 


Synopsis 


Despite the hype about wanting to build a global gaming village, DWANGO is 
not an ambitious company; they don’t offer any tournaments or contests and 
their Web site is hardly slick. Further, even though they have one of the largest 
member bases around, they haven’t made strides toward building the gaming 
community further. On a brighter note, DWANGO does offer several “hit” 
games, like the four Doom games and Warcraft II. As such, they remain a 
popular choice for metropolitan players in proximity to one of their servers, 
but don't expect them to break out on top of the pack without a radical change 
in corporate attitudes. 
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EarthLink: The Arena 


Whether you are a current EarthLink subscriber or not, you want to visit 
http:/ /www.earthlink.net/thearena/. The Arena is the only place on the open 
Internet that has multiple online game services. AOL's game channel offers 
multiple game services also, but only to its paid membership. The Arena is the 
only place on the Internet where you can experience the environments and 
play games on ARIES Online Games, ENGAGE Games Online, and very soon, 
CyberPark, ImagiNation Network's fully immersive 3D environment com- 
plete with online multiplayer games from Sierra Online. 


Background 


The Arena is an outgrowth of an ISP-made-good. EarthLink didn't start their 
business for the purpose of MPOG, but they soon realized that many of their 
users were going online for the purpose of playing games, and it didn't make 
any sense not to participate in that revenue stream as well. One of the neat 
things about EarthLink’s approach is that, unlike other game services, there is 
no monthly minimum payment to be a member of The Arena. You only pay 
for the actual time spent in game play, which is billed incrementally by the 
second, and you only receive one bill, regardless of how many different game 
services you used. 


What You Can Play 


The Arena currently offers 18 multiplayer games and anticipates having over 
35 games by the time this book is published, subject to the development 
schedules of the game services it supports. 

ARIES Online Games offers Air Warrior II, Legends of Kesmai, Casino 
Poker (PC and Mac OS), MultiPlayer BattleTech, Air Warrior, CatchWord, 
Classic Card Games, Harpoon Online, and BlackJack (currently in open beta, 
so all game play is free). 

ENGAGE Games Online offers Warcraft II, Rolemaster: Magestorm, Descent 
Online, Castles II: Siege & Conquest, Virtual Pool, Splatterball, Darkness Falls, 
Billboard Live!, The Improvisation Online, and Rolemaster: The Bladelands. 

Other upcoming titles include: Jack Nicklaus Online Tour, Stellar Emperor, 
Destiny Online, Star Rangers Online, Aliens, MUD II, Federation, Barbarossa, 
Armored Assault, Classic Board Games, Redneck Rampage, Blood, Diablo, 
AD&D: Descent to Undermountain, Total Control Football, SimCity 2000, 
Fragile Allegiance, Caesars Palace Virtual Casino, Human Beans Café, U.S. 
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Chess Federation, AD&D: Dragon Dice, Slipstream 5000, BattleChess 4000, 
Shattered Steel, CyberPark, GameXpress, Mission Force: CyberStorm, Red 
Baron II, Trophy Bass 2, Front Page Sports: Baseball, Thrash, Set, Baldies, 
Hearts, Spades, Backgammon, Cribbage, Poker, Gin, Bridge, and The 
Incredible Machine 3. 


Special Features 


The Arena is one of the prime gathering spots for players to test their mettle 
against one another to see who really is "King of the Hill." They organize and 
host all kinds of game tournaments on a regular basis, as well as maintaining 
both a Hall of Fame and tournament ranking ladder to showcase the best 
players. EarthLink also actively solicits industry sponsorship of their contests 
and tournaments, so players can count on relevant prizes if they do well. 

Training sessions are another special feature. Online moderators and spe- 
cially selected players are available at regularly scheduled times to give tips to 
new players. Remember that playing other people is completely different than 
playing the AI of any given game. This kind of online-specific advice is invalu- 
able when you can find it. 

EarthLink also features weekly events like War Nights. War Nights are held 
on Friday evenings at 9 p.m. EST. War Night is a special Air Warrior event 
that's a cross between the open arena and scenario play. A terrain is chosen, 
two countries are picked, and the event moderator determines plane match- 
ups. Unlike the main Air Warrior arena, your lives are limited. The event runs 
for two hours, and at the end of that time a winning country is declared. The 
exact scoring criterion varies from event to event. Normally it is some formula 
based on fighter and bomber points, but often involves strategic targets, and 
occasionally is based on a specific goal. No pre-registration is required, and 
you can show up at any time during the play period. 

There is a very strong sense of player community on this site, and new 
methods of serving the community of game players are being added all the 
time. The most recent addition is chat rooms, using the iChat client software. 


Signing Up & Signing On 

First, you have to register. New players who are not EarthLink Network 
customers will have to provide a major credit card to do so. The next step 
is to download the game clients directly from The Arena at http:// 
www.gamesonline.com/ files/index-earthlink.html. After that, you can 
enter and play immediately. 


Chapter 5: Other MPOG Services € 49 


Basic & Special Charges 


There are no special charges or monthly minimum pricing plans. All players 
pay $1.75 per hour to play any game not in beta status. Games that are in open 
beta status are free to play while in beta. However, they will become paid 
status games in the future. You must register as a member of The Arena in 
order to play both open beta and paid status games. 


Synopsis 


EarthLink's The Arena is one of the hottest gathering spots for new players. 
Some of them stay here because of the sense of community and the wide 
variety of their offerings; others depart after a time to specialize in one or more 
games. Expect EarthLink to continue to grow in the MPOG marketplace. They 
are making smart strategic alliances and building solid gaming content. 


GACHA 


GACHA (http:/ /www.gacha.com/) is an online gaming community designed 
for MS-DOS-based gaming platforms. This makes it ideal for enjoying games 
of the past. Networked games are currently designed to communicate by the 
IPX protocol over a LAN. GACHA simulates this LAN environment with a 
terminate and stay resident (TSR) "shim" program. This program acts like a 
traffic cop, managing the flow of packets of game information between the 
player's machine, the ISP, and the GACHA domain. 


What You Can Play 


The service is still in the process of recruiting beta testers. GACHA will work 
with registered versions as well as shareware. The following are just a few of 
the games GACHA plans to support: Apache, Rise of the Triad, Chess, Com- 
mand and Conquer Red Alert, Descent, DOOM and DOOM II, Warcraft and 

Warcraft II, Duke Nukem 3D, EF2000, and Heretic. 
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Figure 5-4: GACHA aims to grab your attention by offering popular games with unlimited 
game play. 


Special Features 


GACHA plans to offer more than mere game play, including player lobbies, chat 
rooms, and other creature comforts. Since the service is still in the developmen- 
tal stages, however, no independent evaluation of these features can be offered. 


Signing Up & Signing On 


If you are interested in helping GACHA work the bugs out of their system, 
you can sign up as a beta tester at http:/ /www.gacha.com/beta.html. This is a 
limited availability test program, so you may or may not be selected to partici- 
pate based on the information you submit to them. 


Basic & Special Charges 


Since GACHA is in its beta stage, there is no charge yet, and pricing for subse- 
quent services has not been set. 


Synopsis 
GACHA has problems getting clean PPP connections from all of the major 
online services, including AOL, CompuServe, and Prodigy. Additionally, by 
building on an MS-DOS architecture, they have opened themselves up to a lot 
of modem conflicts. This gaming service is something of a mystery—they 
promise chat rooms and access to some popular multiplayer games, but noth- 
ing different from or better than its competitors. 
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Games-Online 


What happens when shareware game developers need to finance their hobby? 
Well, they might build an online game site that could finance their hobby. 
Games-Online appears to be one such venture, as the focus of the site is as 
much to develop interest in The World of Avalia: Velsaga, a Mac OS-specific 
role-playing game being developed by Locnar (owners of this site), as it is to 
promote MPOG. 


What You Can Play 


In addition to The World of Avalia, which Mac OS users can download at 
http:/ /www.avalia.com/av-pub-beta-download.htm, Games-Online features 
two other unique offerings and a Quake server: 


W BattleCity: Available at http:/ /www.games-online.com/ BattleCity / 
quickbattle.htm, this is an action/strategy game than can accommodate 
100 players at a time. 


W Speed: Available at http:/ /www.games-online.com/speed /index.htm, 
this is a fast-paced puzzle game in which players compete against them- 
selves and the clock. The league system keeps track of who is doing well 
and who is not. There is also a handicap feature that makes the game 
harder as you get better. 


Figure 5-5: An adorable specimen of the Efram people from Games-Online's World of Avalia. 
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Special Features 


Games-Online is very focused on the games as an end unto themselves and 
doesn’t emphasize tournaments or other gamer community activities. 


Signing Up & Signing On 


Signing up is simple. Visit the Web site and fork over your credit card informa- 
tion. There is a one-time, $19.95 set-up fee. Normal fees are $9.95 per month 
for seven hours of play or $39.99 per month for unlimited play. 


Synopsis 


This site seems pretty bare-bones, with no mention of contests or tournaments. 
Its only big-name game is Quake, and the company’s own RPG, the World of 
Avalia, is for Mac OS-only. Finally, the steep price (as compared to other com- 
panies) may turn off potential gamers. 


GameStorm 


GameStorm is another service offered by Kesmai. You'll find many of the same 
titles and features of the ARIES listing above, only organized under the TV 
Guide umbrella site. The GameStorm Service provides you access to 
multiplayer games and their associated message boards, libraries, chat rooms, 
and World Wide Web content. 


What You Can Play 


As stated in the ARIES breakdown, the Kesmai games you can play vary 
depending on what service you use. Under the TV Guide banner, the follow- 
ing Kesmai titles can be played: Masque Casino Poker, Harpoon Online, Air 
Warrior II Online, Air Warrior, Stellar Emperor, MultiPlayer BattleTech: 
Solaris, Legends of Kesmai, Classic Card Games, and CatchWord. Here are 
other Kesmai games, listed by service provider. 


America Online (1-800-636-7755) 
@ Air Warrior (Windows) 
W Harpoon Online (Windows) 
W MultiPlayer BattleTech: Solaris (Windows) 
W Online Casino (Windows) 
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Coming Soon: 


Legends of Kesmai (Windows) 
Classic Card Games (Windows) 
Stellar Emperor (Windows) 
CatchWord (Windows) 

Jack Nicklaus 4 Online Tour (Windows) 
Dragon's Tale (Windows) 
Silent Death (Windows) 

Casino Blackjack (Windows) 
Air Warrior II (Windows) 

Air Warrior (Mac OS) 

Online Casino (Mac OS) 


CompuServe (1-800-621-1253) 


Air Warrior (Windows) 

Air Warrior II (Windows) 

CatchWord (Windows) 

Classic Card Games (Windows) 

Harpoon Online (Windows) 

Legends of Kesmai (Windows) 
MultiPlayer BattleTech: Solaris (Windows) 


Online Casino (Windows) 


Coming Soon: 


Stellar Emperor (Windows) 

Jack Nicklaus 4 Online Tour (Windows) 
Dragon's Tale (Windows) 

Silent Death (Windows) 

Casino Blackjack (Windows) 

Online Casino (Mac OS) 


Delphi Internet (1-800-695-4005) 


Air Warrior (Windows) 
Air Warrior II (Windows) 
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B CatchWord (Windows) 

W MultiPlayer BattleTech: Solaris (Windows) 

B Online Casino (Windows) 

E Harpoon Online (Windows) 

W Island of Kesmai (Windows) 

=E Legends of Kesmai (Windows) 

W Classic Card Games (Windows) 
Coming Soon: 

B Stellar Emperor (Windows) 

W Jack Nicklaus 4 Online Tour (Windows) 

E Dragon's Tale (Windows) 

B Silent Death (Windows) 

B Casino Blackjack (Windows) 

E Online Casino (Mac OS) 


EarthLink Network (1-800-395-8425) 
8 Air Warrior (Windows) 
Air Warrior II (Windows) 
CatchWord (Windows) 
Classic Card Games (Windows) 
Harpoon Online (Windows) 
Legends of Kesmai (Windows) 
MultiPlayer BattleTech: Solaris (Windows) 


Online Casino (Windows) 
W Online Casino (Mac OS) 
Coming Soon: 
B Stellar Emperor (Windows) 
B Jack Nicklaus 4 Online Tour (Windows) 
8 Dragon's Tale (Windows) 
@ Silent Death (Windows) 
W Casino Blackjack (Windows) 
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GeoCities Arcade (1-888-853-7624) 
@ Air Warrior II (Windows) 
CatchWord (Windows) 
MultiPlayer BattleTech: Solaris (Windows) 
Harpoon Online (Windows) 
Legends of Kesmai (Windows) 
Classic Card Games (Windows) 
Online Casino (Windows) 
B Online Casino (Mac OS) 


Coming Soon: 


B Stellar Emperor (Windows) 

B Jack Nicklaus 4 Online Tour (Windows) 
W Dragon's Tale (Windows) 

W Silent Death (Windows) 

W Casino Blackjack (Windows) 


Prodigy (1-800-776-3449) 
B Online Casino (Windows) 
8 Harpoon Online (Windows) 
Coming Soon: 
@ Air Warrior (Windows) 
Air Warrior II (Windows) 
MultiPlayer BattleTech: Solaris (Windows) 
Legends of Kesmai (Windows) 
Classic Card Games (Windows) 
Stellar Emperor (Windows) 
CatchWord (Windows) 
Jack Nicklaus 4 Online Tour (Windows) 
Dragon's Tale (Windows) 
Silent Death (Windows) 
Casino Blackjack (Windows) 
Online Casino (Mac OS) 
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TV Guide Network (1-888-853-7624) 


Air Warrior II (Windows) 

CatchWord (Windows) 

MultiPlayer BattleTech: Solaris (Windows) 
Harpoon Online (Windows) 

Legends of Kesmai (Windows) 

Classic Card Games (Windows) 

Online Casino (Windows) 

Online Casino (Mac OS) 


Coming Soon: 
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Stellar Emperor (Windows) 

Jack Nicklaus 4 Online Tour (Windows) 
Dragon's Tale (Windows) 

Silent Death (Windows) 

Casino Blackjack (Windows) 
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Figure 5-6: Harpoon Online Main Battle Screen. Harpoon Online is GameStorm's prime lure 
for dedicated war gamers. 
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Special Features 


GameStorm is not as robust as TEN or Mplayer in terms of supporting 
editorial content but they are trying to provide a good number of other 
community benefits, like contests, tournaments, and prizes. The TV Guide 
Entertainment Network offers many other features to users that fall outside 
the scope of this book. 


Signing Up & Signing On 
There is no cost for registering for the GameStorm gaming service. You will, 
however, be billed by GameStorm for your actual game play. Please refer to 
http:/ /www.tvguidegames.com for more details about registering and 
game play. 

Visit the following sites to download front ends: 

Œ Airwarrior II: ftp:/ /ftp.kesmai.com/games/airwarriorlI/software/ 


B Airwarrior: http:/ /www.ariesgames.com/games/airwarrior/down- 
load/software.html 


m Legends of Kesmai: http:/ /www.ariesgames.com/games/legends/ 
download /software.html 


E Multiplayer Battletech: http:/ /www.ariesgames.com/games/ 
battletech / download /software.html 


W Classic Card Games: http://www.ariesgames.com/games/classiccard / 
download /software.html 


E Catchword: http:/ /www.ariesgames.com/games/catchword / download / 


Basic & Special Charges 


The GameStorm service is available for $4.95 for four hours a month, three 
cents a minute thereafter. Or you can pay $39.95 for 40 hours a month. (Both 
options include five free hours of play.) 


Synopsis 


This online gaming service has a fairly small but still very nice selection of 
games. It is aggressively trying to attract consumers by offering contests, 
tournaments, question/answer periods, and even a sweepstakes. Its price, 
however, is somewhat less reasonable than its competitors. 
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ICE Online 


ICE Online is one of the smaller players in the MPOG world. It's a company 
that came into the market fairly early on and is now keeping that part of its 
operations alive in a limited way while pursuing other interests, like provid- 
ing Web design and consulting services to other businesses. Visit them at 
http:/ /www.ceonline.com/. 


Background 


ICE Online was formed by two partners, Kris Hatlelid and Al Escudero, in 
1989. Escudero had run a BBS called Castle Amber since 1986, which provided 
a role-playing game based on an Apple II. Both had written hit video games 
for companies like Electronic Arts and SSI, and thought multiplayer games 
would be the wave of the future. In 1990, ICE Online developed its first title, 
which was released as the Majic Realm, a multiplayer text-based role-playing 
game. In 1992, ICE got its real-time Internet connection and began offering 
dial-up Internet access and Internet-playable games. In 1995, they released 
their first graphic games to the Internet and launched the games room. 


What You Can Play 


There are several ways to play games inside the games room: solitary play 
against the computer "AI" and multiplayer games against other users. You'll 
notice that there is a ^play" link in the upper left corner of your games room 
screen. This is used for solitary play of games like Poker, Blackjack, and 
Reversi. 

The easiest way to get into a multiplayer mode is to "invite" another player 
to join you. If you left-click on another users face icon, you will have the op- 
tion to invite them to play a much wider range of games, such as L5 Assault, 
Poker, Blackjack, Chess, Checkers, and Reversi. 

You can play Tank Warrior from the “play” menu, where you have the 
option of going into Deathmatch mode against all comers or signing up on a 
team of up to eight players per side. 


Figure 5-7: An ICE Online user creates his portrait. 
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Special Features 


The selection of games on ICE Online may be sparse, but their inclusion herein 
is also based on the chat features they offer. Like The Palace and other virtual 
worlds you will be exposed to in Chapter 14, “Clans, Leagues & Ladders,” the 
Games room is a small community of players with similar interests. 

Each player enters one of eight different channels or “zones” available in 
the games room. You can shift between zones easily to find other players you 
know and also post general messages on the common chat board for that room 
to find someone to play with. Each user has an onscreen avatar (a portrait they 
create) that appears on the face bar so that all users can quickly recognize 
players they know. Users can also animate their faces with macros called 
“emotes.” This is a good way to show others what you think about their 
comments or actions. 

You can also locate another user (similar to AOL’s find member function) 
and send a private e-mail to them via Whisper, a clone of AOL’s instant mes- 
sage function. Finally, the Games room also features a number of focus fo- 
rums, bulletin boards, and newsgroups. 


Signing Up & Signing On 


Getting to the games room is relatively easy once you have made a connection 
to the Internet (assuming you have installed the software noted below). All 
you have to do is launch the games room icon. The first time you visit, you 
must create your avatar portrait and specify the logon you will use in the 
future so that you will be recognized by the system the next time you visit. 


Where to Download Front Ends 


Visit http:/ /www.iceonline.com/0s/games/javagames.html to get everything 
you need. 


Basic & Special Charges 


None. ICE Online is a free service. 


Synopsis 


ICE Online is an interesting variation on the virtual 3D world interface. How- 
ever, they do not stand out in this community any more than they do in the 
MPOG world. It's a good place to cut your teeth in both worlds because the 
price is right, but chances are that you won't find a long-term home here. 
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Igames 


Networked Entertainment Inc. is the parent company of the Igames service. 
NEI develops and licenses Internet multiplayer game lobby servers to enable 
streamlined development and lobbying of multiplayer Internet games. Igames 
was launched in December 1996. 


What You Can Play 


Igames offers staple card games like Hearts, Spades, Bridge, Gin Rummy, 
Cribbage, Backgammon, and Chess. They also have more esoteric titles like 
Green Thumb Cards, where players try to create the best garden on the block 
by whatever means possible as three neighbors (real opponents over the 
Internet or virtual) try to ruin things for you with a series of nasty bug infesta- 
tions, pernicious deer, and dog urine. And if you want to go further past the 
fringe, you can always play Santa Slayer. Don't ask, just go see for yourself. 
Igames also offers a multiplayer patch for Microsoft Golf 3.0 Trial Version that 
allows players to tee up with one another over the Internet. 


o. 


Figure 5-8: Igames currently offers mostly card-games. However, as you can see, it isn't 
ignoring action gamers. 


Special Features 


In addition to the standard fare, Igames offers chat, regularly scheduled card 
tournaments, and "skunk" boards, vanity boards, and several other amenities. 
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Signing Up & Signing On 
There's nothing to it, just visit http:/ /www.igames.com and download the 
following: 

=E Igames Player v2.82 (03/06/97) (2.01MB). 


Bi Full version of Igames Player: Contains Chat Room, Hearts, Backgam- 
mon Cribbage & Spades. 


B Gin Rummy 1.0: Not included in the above file. If you want to play 
Gin, get this. 


Basic & Special Charges 


None. IGames is free! 
Synopsis 


A small, simple, free service that aims to entertain gamers with card- and 
puzzle-games. 


Infogrames Online 


The Infogrames site at http:/ /www.infogrames-online.com/ tells you very 
little about the company behind this MPOG area, but they are primarily soft- 
ware developers. Their largest hit so far has been International Tennis Open, 
which has now been adapted for online multiplayer use. 


What You Can Play 


Unlike most of the games of other services, most players have never heard of 
any of these games, so here's a brief description of what you'll find. Blitz is a 
lightning-fast chess game where players must determine their next move in 
seconds. Circus Fighters is a combat game for one or two players set in a 
bizarre and "Jules Verne-ish" world at the turn of the century. Crimson Wars is 
a two-player strategy game with a science fiction theme. Speed Trax is the 
electric car racetrack of the year 2000. Checkmate is a version of the 3D chess 
game first popularized on the original Star Trek series. Exec is a paintball 
game built on corporate climbers. Other titles include: Battle of the Pirates, 
Diagonal of the Aces, Dust ‘N’ Blast, Flying Daredevils, Asterix Runarix, Mini 
Golf, Pingfonie, Angrysmurfs, Sharpsmurfer, and the Java version of YAM's, a 
very popular dice game. 
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Figure 5-9: Your guns add some extra air-vents for your enemy's comfort just before his 
annihilation in Infogrames Online's Dust ‘N’ Blast. 


Special Features 


Chat is the main feature other than online gaming, and it’s also a prerequisite. 
You can’t play any games on this site until you have downloaded and in- 
stalled the chat engine. 


Signing Up & Signing On 


As part of registering the chat software you must download, Infogrames 
requires you to request and wait for a password to be sent to your e-mail 
address. In other words, don’t expect to play games the first time you visit this 
site. Once the chat software is on your hard drive, run the installation routine 
by double-clicking on the set_kit.exe file located in the directory where you 
stored it. Follow the instructions, and the program will be installed in just a 
few moments. 


Basic & Special Charges 


None right now, because the service is still in the beta stage of development. 
Future pricing plans have not been promulgated. 
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Synopsis 


This site will never capture a huge share of the market without a lot of im- 
provements, but there are two big things going for Infogrames Online: it has 
software that no one else has, and it's free! 


Kahn 


Kahn is a network driver that allows people to play games on the Internet that 
are normally limited to local networks. Each player connects to a Kahn server 
and can then chat and play with the other people on the server. Kahn accom- 
plishes this by setting up a virtual IPX network among players on the same 
server. Just about any game that uses either DOS IPX or Winsock IPX can be 
played successfully over Kahn. 


Background 


Kahn was developed solely to compete with the next program we will exam- 
ine, Kali. Kali has a better base of installed users and a few other advantages 
over Kahn, but Kahn's backers are seeking to undercut that lead by offering 
their product for five dollars less. 


What You Can Play 


Since Kahn supports IPX protocol, there are more games that are potentially 
compatible than not. Since the list of potential candidates is large, we are only 
listing those games that have been active on Kahn servers so far. The list is 
fairly extensive, so here it goes: Descent, Descent II, Shattered Steel, Doom, 
Doom II, Heretic, Hexen, Quake, Warcraft, Warcraft II, Duke Nukem 3D, A10- 
Cuba, MechWarrior II, EF2000, Tacticom, Command and Conquer, C&C Co- 
vert Ops, C&C Red Alert, Monster Truck Madness, ATF, ATF Gold, NATO 
Fighters, Fighter Duel (NetDuel), Links LS, Su27 Flanker, Sierra, and NASCAR 
Racing 2. By the time this book is published, support for Blizzard's hot new 
RPG Diablo should be in place as well. 
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Figure 5-10: Kahn supports just about any DOS IPX or Winsock IPX game available— 
including Warcraft II. 


Special Features 


Kahn offers no special features other than its sheer processing power for 
multiplayer gaming, but that's enough! 


Signing Up & Signing On 


First you must download the Kahn client (see below), and then you must 
register it. If you are using the Kahn client provided on the Companion 
CD-ROM, you must still go through the registration process. You may do this 
either online or by printing the form they provide online and then faxing or 
mailing it following the instructions they provide. Registration information is 
sent via e-mail within two days of receipt. 

When you connect to a Kahn server, you should see a list of users currently 
on the server either in Chat or playing games. If you do not, run Kahn /t, 
which will list active users and then connect to one of those servers. If you are 
looking for someone to play with, start pcon.exe. You'll be in a chat program 
that will allow you to talk to other users on that server. If you want to play a 
game that allows people to join in dynamically, just start up that game and 
select Network play. 


Kali 
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Where to Download Front Ends 


Go to http:/ /www.stargatenetworks.com/ and download one of the follow- 
ing programs: 
=E k95099.exe: Kahn 0.99 for Windows 95. 


= k95099.zip: Zipped version of Kahn 0.99 for Windows 95. No 
InstallShield! 


= kdos099.zip: Kahn 0.99 for DOS (PPP users need Klos PPP). 
Updated configs! 


And if you want to set up a Kahn server: 

W kahnd095a-win32.zip Kahn 0.95a for Win32 (Win95 or WinNT) 
B kahnd095c-winnt.zip Kahn 0.95c for WinNT (Service) 

E kahnd099-x86bsd.tar.gz Kahn 0.99 for x86 BSD 

B kahnd099-linuxelf.tar.gz Kahn 0.99 for Linux (ELF binary) 

B kahnd095a-linuxaout.tar.gz Kahn 0.95a for Linux (a.out binary) 


Basic & Special Charges 


A one-time registration fee of $15. 


Synopsis 


Kahn is a Kali clone whose registration costs $5 less than Kali's ($15 instead 
of Kali's $20); however, since it is a newer service, it has fewer servers and 
fewer members, which means it might be a little more difficult to find com- 
petent opponents. 


Kali is the world's largest Internet gaming network enabling Internet play of 
the most popular multiplayer games for over 120,000 players on 350 servers in 
54 countries. A predecessor to Kahn, Kali also fools the Internet into behaving 
like an IPX network on a given server. In essence, it makes the Internet itself 
the most capable gaming platform in history, because virtually all games are 
now compatible for Internet play without tons of special programming. 
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What You Can Play 


Currently, the most popular games on Kali are: Warcraft 2, Descent 1 & 2, 
Command & Conquer, Diablo, DOOM 2, Duke Nukem 3D, Links LS, 
Mechwarrior 2, Mercenaries, and Red Alert. But there are dozens more being 
played every day. Check out the listing of Kali player ladders at http:/ / 
www.altus-software.com/kali.html to find out not only what games are being 
played, but also how many registered players there are for each. 


Figure 5-11: Kali is the program responsible for breaking the MPOG market wide open by making 
virtually all the best games, like Westwood's Command & Conquer, playable over the Internet. 


Special Features 


As with Kahn, Kali's magic trick of making virtually all games compatible for 
Internet play is enough of a special feature. 


Signing Up & Signing On 


Go to http:/ /www.kali.net to download the client software (or load it from the 
Companion CD-ROM in the back of this book). The Windows 95 version of 
Kali is a self-extracting file that is very easy to set up and use. Once it has been 
installed, you are ready to play all Kali compatible games on your computer (no 
need to download another file for each game). There are also versions for DOS, 
OS/2, and Mac OS. Consult the site for specifics of installation for these versions. 

Once the software has been installed, you need to register it. There are 
several methods of registering: 
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B "Secure online" registration: https:/ /commerce.kali.net/kali/. This is 
the fastest way to order Kali! 


= "Telephone" registration: Dial 1-800-965-KALI; VISA, MasterCard, 
American Express (Monday—Friday 10:00 a.m. until 7 p.m. EST). 


B To fax your order, please fill out the online order form with your credit 
card type, card number, expiration date, and signature. Then print it out 
and fax it to Kali at 706-546-8522. 


Basic & Special Charges 


There is a one-time registration fee of $20 for lifetime use of Kali, including 
automatic upgrades to new versions as they become available. 


Synopsis 


Kali is the largest online gaming company in existence—it boasts more than 
120,000 members and supports just about every popular online game avail- 
able—all at a one-time registration price of $20. You can't go wrong working 
with Kali. You won't get all the extra bells and whistles, but you won't find a 
more capable engine for Internet play. 


MPG-NET 


MPG-NET is a contemporary of the original Sierra network, before it became 
The ImagiNation Network, but it has yet to develop anything close to their 
following. The primary reason is MPG-NET's fairly limited game menu. Also, 
there were very few local access points to the service. Both of these situations 
are improving, and MPG-NET has enjoyed slow but steady growth as a result. 


What You Can Play 


All of the games on MPG-NET are original and exclusive to the service. King- 
dom of Drakkar, a massive fantasy role-playing game, was one of the first 
games on the service. The game is continually being updated and expanded in 
response to player actions and other factors, so it is a great place to immerse 
yourself for months on end. 

Empire Builder is an online adaptation of the award-winning board game 
that inspired Sid Meier of Microprose to create Railroad Tycoon. Your objective 
is to be the first player to connect five major cities and raise $250 million! 

Operation Market Garden is a graphic adaptation of the classic two-player 
GDW board game based on the largest airborne operation in history. Minion 
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Hunter is an action strategy game where you and up to five other players hunt 
down the creatures that have symbolized evil throughout the ages to save the 
world from despair and destruction. Imperium is a two-player interstellar war 
game set several hundred years in the future. In Junta, you and up to six 
players play the part of wealthy families vying for government control, while 
attempting to siphon foreign aid into their own bank accounts. Backgammon 
rounds out the current offerings. 

Several other titles are in development. FiefQuest is a continuous, never- 
ending game set in Feudal times, where up to 80 players per game try to climb 
up the social ladder and stay there as long as possible. DragonGard is a 100- 
person fantasy role-playing game that focuses on character development and 
individual skills in a Middle Ages setting. Judgement Phoenix is a futuristic 
3D action game in the spirit of DOOM, where up to 8 players can practice “run 
and gun” tactics. Skulls, Bones, and Buccaneers is a first person perspective 
pirate game similar to Age of Sail and other stand-alone commercial games. 
Warlords of the Apocalypse is basically an implementation of the FiefQuest 
engine in a futuristic setting. Finally, they will be expanding their offering of 
classic games with Chess and Checkers. 
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Figure 5-12: MPG-NET’s straightforward and intuitive interface. 


Special Features 


MPG-NET features chat areas inside each game called pubs. Players can coor- 
dinate their games there or via a separate indigenous e-mail system. They also 
have a series of electronic bulletin boards called Forums. These are fairly 
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standard fare, but MPG-NET does have one completely unique feature—a 
huge archive of role-playing game materials. Go to ftp:/ /ftp.mpgn.com/ 
Gaming/ADND/ to check it out. 


Signing Up & Signing On 


All of the system and game software you need to sign up for MPG-NET is 
included on the Companion CD-ROM. You must sign up with MPG-NET to 
validate both your system access and game software. Should you need to 
update these resources online at a later date, visit http: / /www.mpgn.com/ 
5MPGNLibrary /5a.html. You must be at least eighteen years of age to sub- 
scribe to the service. 


Basic & Special Charges 


MPG-NET features an introductory special that gives you unlimited play for 
$4.95 for the balance of the calendar month when you sign up. Every month 
thereafter is $9.95. They also list two special charges: there's a $15.00 service 
fee on returned checks, and there's a 1.5 percent interest fee is applied on 
accounts which are 30 or more days past due. 


Synopsis 


This service has a good assortment of original games—however, it lacks the 
megahits (like C&C and Duke Nukem 3D) other services like TEN and 
Mplayer offer. This may change with the introduction of their IPX emulator, 
which basically takes the place of Kali or Kahn for play on the MPG servers. 
Their pricing plan is reasonable, at an initial flat rate of $4.95 the first month 
and then a $9.95 flat rate for every month thereafter, but it is still four times 
higher than Mplayer's annual plus plan. Nevertheless, if you are heavy into 
role-playing games, MPG-NET is probably the better choice. 


On-line Entertainment 


Michael Hodges and Clement Chambers founded On-line Entertainment 
http:/ /www.on-line.co.uk/ to be a developer and publisher of Internet- and 
CD-ROM-based computer games. Although they currently have a small user 
base and only a few games producing revenues, they are planning to release 
three more titles in 1997. Also, Iron Wolves, their WWII submarine simulation, 
has been getting favorable reviews from players and critics alike. They are in 
the running for a piece of the MPOG market share, but they're stronger in the 
European than domestic market. 
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Background 


On-line was formed as a private limited company in May 1996. In August 
1996, the company acquired On-line Entertainment. In addition to its own 
business, On-line Entertainment owns one-third of the issued share capital of 
Transylvania Interactive, creators of the Interactive Rocky Horror Picture 
Show. Collectively, these entities are referred to as "the Group." 

The Group plans to develop approximately four Web sites per year. The 
Group also intends to produce special events on the Internet through Web 
sites. Events may include sporting occasions and rock concerts. The Group 
proposes to have a one-off fee for access to such events. Internet pay-per-view, 
hmmmm... 


What You Can Play 


Federation, a space fantasy in which the player can progress to being the ruler 
of the known universe, is a top title. Measured by revenues earned, Federation 
is believed to be one of the top three multiplayer games in the world. Of 
course, that is also based on CompuServe's and AOL's track records with the 
game, not purely Internet-based play. Federation is licensed to the group by 
Interactive Broadcasting Limited, on an exclusive basis for a UK-based server, 
while AOL retains the license for the United States. 

Iron Wolves, a real-time, graphical, 3D, naval simulation game where play- 
ers can take part in World War II's battle for the Atlantic. Phase I of develop- 
ment is complete. The game is now available on the Internet at http: / / 
www.uboat.com or On-line's site at http:/ / www.on-line.co.uk. 

Lands of the Crown can be found at http:/ /www.on-line.co.uk/crown/ 
lotc1.htm. Lands of the Crown is an ancient world, consisting of three ancient 
cities, each with their own diverse philosophies. Entering the world, the 
player chooses one of these three, and then must compete with their peers, for 
the right to bear the crown of dominion over that land. 

Internecine, a game in which players are futuristic gladiators, and Armored 
Assault, a tank combat game in which players fight for mineral wealth, are 
both due to launch later this year. 
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Ucaleon 


Figure 5-13: One of the cities in On-line Entertainment's Age of the Throne RPG—gee, I 
wonder if any of its residents were originally from the Big Apple! 


Special Features 


Talking Heads is a graphical avatar-based chat system. Currently in free test, 
Talking Heads lets you build a animated sprite chat avatar that can interact 
with other users. You can personalize your character's features and clothes via 
a simple point-and-click interface and talk to other chatters through a simple 
and intuitive cartoon bubble interface. 


Signing Up & Signing On 


For Iron Wolves, go to https: / /secure.on-line.co.uk/iw /join.html. Enter your 
full e-mail address and follow the registration instructions. You will immedi- 
ately be sent a confirmation password via return e-mail so that you can begin 
playing the game. 

If you use Windows 95, you may need to install Microsoft's DirectX setup 
package for Iron Wolves to run. Download Iron Wolves first, and if IW com- 
plains about not finding DSOUND.DLL, download the DirectX setup package. 

For Lands of the Crown, go to http://www.on-line.co.uk/crown/lotcl.htm 
and complete a similar registration process. 


Basic & Special Charges 


These pricing plans are a little unique. Of course, there is a monthly subscrip- 
tion for $18.99 per month, but in lieu of hourly billing or annual billing, On- 
line Entertainment offers amusement park type package pricing. You can 
spend $10 for 14 days of unlimited use, charmingly called the “fortnight” 
package, or for players who only get online periodically, you can get 10 one- 
day tickets for $20.00. 
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Synopsis 

This gaming site only offers two games, but it also features an innovative chat 
room ("Talking Heads") and some other additions to straight online gaming. 
The price, on the other hand, seems slightly steep when compared to services 
like Kahn and, obviously, Mplayer. Nevertheless, if Iron Wolves turns out to be 
the developmental norm for this company, we might find them more attractive 
over time. 


SpringSpan Games, http:/ /www.worldvillage.com/play /index.html, is part 
of the larger World Village Web site. As such, it is intended as part of the 
entertainment package of that site and not a stand-alone MPOG competitor. 


What You Can Play 


SpringerSpan has a heavy emphasis on "classic games." Electronic conver- 
sions of traditional card and board games have always been popular online as 
well, as evidenced by early implementations of the ImagiNation Network. 
SpringerSpan offers these games: 


W Hearts (1-4 players) 
Spades (4) 
Bridge (4) 

Go (2) 
Backgammon (2) 
Xacks (2) 
Checkers (2) 
Chess (1-2) 
Reversi (2) 

Hex (2) 
Speedcell (1-5) 
Wordweb (1-8) 
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Figure 5-14: The symbol of SpringerSpan's simple two-player word game, Ghost. 


Special Features 


This is a very basic site where the focus is on game play, not bells and whistles. 
There are no tournaments or other special features at this time. 


Signing Up & Signing On 


Click the “Go to the games" button, then just follow the directions. You can be 
a "guest" by clicking the "guest" button; you can open an account by selecting 
a screen name and password over the “new user" button, and then clicking 
the "new user" button; and if you're already a member, type in your screen 
name and password over the "login" button and click the "login" button. 
Because the games are implemented in Java, there is no software to install. All 
that is needed is a Java-capable browser, such as Netscape 3.01 or better, or 
Microsoft Internet Explorer. 


Basic & Special Charges 
100% free. 


Synopsis 


A cute little site that offers several simple but fun games that requires no 
downloading or installation—for free. 


The ImagiNation Network 


Later this year, the ImagiNation Network will bring you a dynamic new 
virtual city overflowing with games, entertainment, tournaments, conferences, 
classes, and special events. CyberPark is a complete online world with 
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multiplayer interactive games and non-stop fun on the Internet. Sound like 
hype? Well, for a lot of other companies it probably would be. But the 
ImagiNation Network has both deep developmental roots and solid backing. 
In fact, it has the potential to become the next market leader. Here's why. 


Background 


Ken Williams, the owner of Sierra Online, one of the oldest and most respected 
software development companies, originally conceived the concept for the 
ImagiNation Network many years ago. His vision was originally produced as 
the Sierra network, and later as Sierra's ImagiNation Network. 

INN was the first service to use online graphic avatars to represent their 
users, the first service to offer real-time head-to-head dogfighting in a flight 
simulator, the first service to introduce a 3D virtual world for online multiplayer 
use (the fantasy RPG Shadow of Yserbius), and more other firsts than can be 
listed here. The point is that the minds behind this service are visionary. Now, as 
the service is preparing to launch on AOL later this year, there are already some 
revolutionary rumblings going through the industry about it. 


What You Can Play 


Sierra's influence at INN is quite evident by the selection of available titles, 
most of which are also unavailable on other services: 


E Front Page Sports: Baseball Pro 
The Incredible Machine 3 

Trophy Bass 2 

MissionForce: CyberStorm 

Baldies 

Interactive Card and Board Games 
NTN Trivia 


Special Features 


The initial games offered by INN are exciting, but not revolutionary. The 
second round of development for this network is expected to fulfill that 
prophecy. But other features of the service are revolutionary now. 
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CyberPark is the only online community that lets you create your own body 
and virtually “walk around” as you explore the park. Take a quick visit to the 
Body Boutique where you can select gender, body type, hair color and style, 
skin tone, facial shape, and other features to show who you really are, or who 
you want to be! 

You can dress for any occasion, with thousands of clothing combinations 
available. Pick out a flight jacket for your dogfight. Or, if you’re headed for the 
casino, choose an elegant evening dress that swings and sways realistically as 
you walk. Eventually, you'll be able to choose your style of movement, from 
manly swaggers to mincing steps. 

Yawn. Gulp. Cough. Sigh. Smooch. Sob. Don't hold back, express yourself 
with dozens of special sound effects you customize by volume and pitch. Or 
relax by the fountain and listen to the rushing water and chirping birds 
nearby. Making friends is as easy as taking a stroll through the park. Cyber 
Park's visual acoustic lets you "see" what everyone's talking about and even 
join in the conversation. 


Figure 5-15: Your potential counterpart in the ImaginNation 
Network's CyberPark—you choose your sex, body and facial types, 
clothes, and even the way you walk. 


Another neat feature eliminates the need for players to hunt down oppo- 
nents. Smart Tables pair members who want to play a game together. Just 
walk through the game room, clubroom, or lounge until you find an empty 
chair, then sit down at the table to begin playing with whomever the computer 
matches you up against. 
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Plus, they've made it easy for parents to supervise their children, with a 
"master" account for the household that can access e-mail for several differ- 
ent characters. This means parents can monitor incoming messages directed 
toward their children. And there are a lot of other community safety features 
as well. 


Signing Up & Signing On 


INN is currently in beta test. If you think you would like to participate in the 
beta program, then visit http:/ /www.inngames.com/ Beta /index.html and fill 
out the registration information. Of course, you must have an active AOL 
membership to do this. If you are accepted as a beta tester, you will be notified 
with appropriate login information soon thereafter. 


Basic & Special Charges 


INN has not announced its rates yet. 


Synopsis 


INN's revolutionary interface, a cybertown where people's avatars can walk 
around and meet to talk and play games, sounds like a lot of fun. They will also 
be offering many great games that are unavailable elsewhere. They claim that 
they'll be hosting tournaments and contests, but they didn't describe any spe- 
cific plans. Given the history of this service and the people behind it, however, 
you can expect INN to become a thriving mainstay of the MPOG marketplace. 


Moving On 


There you have it, most of the MPOG world in a few chapters. In the chapters 
that follow, you will track down the games you love to play by genre, not by 
service provider. In doing so, you will find that some games are available on 
multiple services, while some games are available only in places we haven't 
discussed yet. Are you ready to play? Let's go! 


|:H Action & 
Arcade 
Games 


Raa for some action? Well, there is plenty to be had on the Internet, as 
this is the most crowded of all the gaming categories we will cover. In fact, if 
we attempted to cover the entire line-up of action games, we could do a thou- 
sand-page book on this genre alone. As such, we've narrowed the field of titles 
to include those that are currently receiving the most play. If your favorite 
game isn't represented, please accept our apologies. Now suit up and lock and 
load kids, it's time to kick some butt! 


BattleTech Solaris 


Publisher/Developer: ARIES Games. 


Number of Players: Eight per game, thousands active in the Clan Wars. 


Recommended Hardware: Windows 95, 15MB available hard-drive space, 8MB 
RAM, 16MB recommended, 486DX/66 MHz, VESA local bus, SVGA monitor 
card, Sound Blaster compatible card, 256k cache, 9600 bps modem. 


Required Software: To get the software you need, visit this site: http:/ / 
www.ariesgames.com/ games /battletech/download/software.html. 
MultiPlayer BattleTech is available as one 5MB file or four smaller files 
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(about 1.4MB each). If you have an old version of the game, visit http:/ / 
www.ariesgames.com/ games /battletech /download /patches.html and down- 
load btocl11p.exe, which updates your version of MultiPlayer BattleTech to 
the current version. If you are having trouble launching the game, you may 
also need to download and install kInch32.exe. 


Where to Play: CompuServe, AOL, EarthLink, and Internet direct via Kali IPX 
connect. 


z 4 à A. ER Quum ES 
Figure 6-1: The BattleTech universe is an online staple for action players. These Mech wars 
never end and the clans are always looking for new recruits. 


Synopsis: MultiPlayer BattleTech: Solaris immerses you in a universe where 
the ancient code of the warrior merges with futuristic military technology. You 
and other MechWarriors from around the globe come together to do battle for 
fame and glory. Players pursue each other in 16-meter-tall BattleMechs, and 
every battle is a brand new experience. Choose from over 80 different Mechs— 
from the fleet-footed Jenner, hitting its enemy with rapier precision, to the 
ponderous Atlas with its massive firepower. But to achieve victory you must 
plan carefully and use resources wisely. Just remember that your most unpre- 
dictable challengers will always be human opponents. 
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For those players who are completely unfamiliar with this gaming system, 
it is based on a board and miniatures game called BattleTech, from FASA. 
BattleTech has become so popular that it has spawned dozens of add-on 
modules, novels, the MechWarrior series of games from Activision (see below), 
and hundreds of derivative or copycat products. All of these allow players to 
enjoy the universe from different perspectives, but BattleTech: Solaris and the 
MechWarrior series are the only products which actually put you in the cock- 
pit of the Mechs for some first-person 3D action. 

BattleTech: Solaris is very stable and speedy on the various online services 
where you can play it. The inner-sphere world of Solaris is organized into 
zones, each of which can handle eight players and their Mechs, and each of 
which has an associated chat channel. Players routinely use this to both coor- 
dinate their efforts and taunt their opponents, and the action gets pretty hectic. 

Each Mech comes with different weapons and capabilities. Learning to 
match the proper weapon to the proper target and denying the enemy the 
ability to target you effectively are the keys to success. The following list 
outlines some of the weapons you will encounter in BattleTech. 

The BattleTech armory: 


W Autocannon. Autocannons release a firestorm of depleted uranium or 
high-explosive rounds at their target. Lighter autocannons range from 30 
to 90 mm, and heavy autocannons from 80 to 120 mm. 


W Machine gun. The machine gun is a 20 mm version of the autocannon. 
The rotating barrel can fire up to 6,000 rounds per minute, devastating 
infantry and other lightly armored targets. They are largely ineffective 
against Mechs. 


W Lasers. The concentrated burst of megajoules of energy as a beam of 
coherent light is enough to tear through and melt most BattleMech armor 
into slag. Although laser-focusing techniques have remained the same 
throughout history, the recent losses of technology during the Succession 
Wars have forced lasers to become more close-range. 


W Particle projector cannon (PPC). The man-made lightning of the PPC rav- 
ages targets with high-impact and high-temperature bolts of ions or 
protons. The PPC is one of the most effective weapons on the modern 
battlefield. 


W Flamer. High-temperature combustible liquid from the flamer's nozzle 
sears away even the strongest armor plate from a target, often reaching 
the internal structure. Unprotected targets are usually incinerated imme- 
diately, or, at the very least, are left to burn. 
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B Long-range missiles (LRMs). LRMs follow an indirect arc over large dis- 
tances to deliver an explosive payload to their targets. Because the missiles 
are fast, the warheads usually are not able to arm before traveling 270 
meters. The missiles possess only a rudimentary guidance system, result- 
ing in a randomness in both the number of missiles that hit and where 
they hit. LRM racks launch 5, 10, 15, or 20 missiles at a time. 


W Short-range missiles (SRMs). SRMs fire along a direct path to deliver an 
explosive warhead to their targets. The flatter trajectory and larger war- 
head make them more powerful than LRMs, but SRMs have a much 
shorter range. Because of the lack of sophisticated guidance systems, 
they also tend to scatter before reaching their targets. SRM racks launch 
two, four, or six missiles at a time. 


Hints, Tips & Tricks: Combat in MultiPlayer BattleTech takes a short time to 
learn and a long time to master. Exceptional MechWarriors will master all of the 
tips below, plus a myriad of others. The best way to learn is from other players. 

Destroying the center torso or head of any BattleMech guarantees the 
BattleMech's destruction. The least-experienced (green) droids stop fighting 
when one leg has been blown out; however, the majority of the opponents you 
face continue fighting when they are down, either from a prone position or by 
trying to stand up again to continue the fight. 

Heat management is a skill that separates the best players from those who 
are merely good. The MechWarrior who can keep his or her heat levels cool 
enough, or simply out of the red, while maintaining a high volume of fire has 
a combat advantage few can match. Their Mechs remain mobile and continue to 
fire, further damaging the weakly armored locations on their targets. 

The best MechWarriors learn exactly when the best time to fire is. Know each 
weapon's maximum range, and get good at judging when a target is entering 
that range. Getting the first shot can mean the difference between life and 
death when your opponent is at least as good as you and in a similar Mech. 

Take advantage of the range at which your BattleMech operates best. If 
the BattleMech you are piloting has weapons that make it ideal for close- 
range combat, attempt to close the distance to your target quickly. Balance 
the effectiveness of your BattleMech against the strengths and weaknesses of 
your enemy. 

Good MechWarriors analyze their enemies by scanning them before combat 
begins. Their approach is to synthesize tactics and strategies from knowledge 
of all aspects of the enemy's weaponry. Good MechWarriors also aim for the 
locations containing the most dangerous weapons. 
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Targeting interlock circuits (TICS) do wonders for heat management and for 
firing weapons with the same range. You can configure your BattleMech's 
three TICs to suit your style of combat. Some MechWarriors always configure 
their BattleMechs to maximize damage at different ranges. Others maximize 
their ability to manage heat. Get comfortable with switching configurations in 
battle; there will likely be situations where the TIC configurations you chose 
earlier simply are not appropriate. Most MechWarriors place all of their long- 
range weapons on one TIC and their close-range weapons on the second TIC. 
Other MechWarriors reserve the third TIC for an alpha strike (dumps all of the 
weapons on a given target) of all weapons that the Mech carries. Bear in mind 
that alpha strikes are very risky because they overheat a BattleMech rapidly. 
They are, however, useful when you need to get rid of an enemy in a hurry. 

Some MechWarriors configure their TICs for heat management. They mix 
weapon types and ranges to produce TICs that never, or rarely, overheat the 
BattleMech. These TICs require a steady hand since some weapons will be in 
range before others. Although this type of TIC configuration lets the 
BattleMech continue maneuvering and keeps you out of danger, it lacks the 
high-powered attack of an alpha strike. 

Heavier BattleMechs tend to be more powerful than lighter ones. However, 
they are slow and usually cannot jump. In contrast, while lighter Mechs tend 
to be maneuverable and fast, they lack both the necessary armor to stand up to 
heavy abuse and the weapons needed to inflict massive amounts of damage. A 
Spider, for example, is incredibly difficult to target but usually suffers critical 
damage when hit. 

Physical combat is a last resort for most pilots since charging and ramming 
attacks usually result in both participants falling. The faster you are moving at 
the time of the collision, the greater damage you'll inflict, but the greater the 
opportunity for both to lose balance and fall. The more massive your Battle- 
Mech, the more likely it will be to cause serious damage to your target. Light, 
fast Mechs are not well-suited for physical combat because heavier BattleMechs 
tend to crush them. Remember, both Mechs are charging each other. 

Since light Mechs tend to be able to jump, they are most likely to perform 
the deadly death-from-above maneuver. A MechWarrior can launch a jump- 
capable Mech into the air and bring it down on the head and shoulders of a 
target Mech. If executed properly, this dangerous maneuver can knock an 
opponent out of the battle quickly. Unfortunately, it always damages the legs 
of the jumper and usually causes both to fall. 
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Related Web Sites: If you want to learn more about the BattleTech universe, 
rec.games.mecha is an excellent newsgroup to visit. Also, there is a BattleTech 
FAQ available at: http:/ /www.ariesgames.com/games/battletech / help / 
battletech.faq.html. Finally, to stay abreast of the latest tournament standings 
and to learn about upcoming online events, visit http:/ /www.ariesgames.com/ 
games/battletech /community /tournament. 


Blood 


Publisher/Developer: GT Interactive/Monolith Productions, Inc. 
Number of Players: Eight players per game. 


Recommended Hardware: Pentium 75 MHz or higher, 16MB RAM, 80MB hard- 
drive space, 4x CD-ROM, Sound Blaster or compatible, VGA mouse, joystick, 
or gamepad, Windows 95 or DOS 6.2 or better. 


Required Software: You must have the Blood CD-ROM. 


Where to Play: You can play Blood in conjunction with Kali, and it is coming 
soon to all of the major game services including the new Heat.net. 


Figure 6-2: Blood invites you to spill some, and there is no shortage of it in the game. 
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Synopsis: Blood is a 3D action shooter which, true to the genre, is long on 
action and short on plot. The plots of all of these types of games are generally 
nothing more than window dressing designed to set the stage for the settings 
and monsters you will encounter. As such, we will spend very little time on 
background for these types of games, focusing instead on the elements that 
comprise the action: the levels, weapons, and difficulties you will face. 

Blood puts you in the role of Caleb, a notorious gunslinger of the Old West 
who happened to fall in with some satanic cultists. The game begins as you 
wake up in a tomb, imprisoned by the dreaming god, Tchernobog: a.k.a. "The 
One That Binds,” a.k.a. “The Devourer of Souls." As you might expect, this 
guy isn't a good candidate for scoutmaster. 

Anyway, your objective in the single-player game is to blast your way 
through 42 levels of demon, gargoyle, and cultist infested catacombs to even- 
tually come face to face with Tchernobog and destroy him, thereby freeing 
your soul. In multiplayer mode, you really don't care about the old boy be- 
cause there are seven other trapped souls like yourself who are more bent on 
killing you than saving themselves. 

And there are plenty of goodies lying around to exact this mayhem, from 
good old reliable tommy guns to bundles of dynamite with proximity fusing 
that lay in wait for your enemies (or yourself if you are stupid enough to run 
back past them). The levels are fairly well-constructed and offer enough hid- 
ing places to set up ambushes on your fellow players. Overall, Blood isn't as 
popular as the DOOM series, Duke Nukem, or Quake (see all below), but it 
does offer new challenges for players who have exhausted their enthusiasm 
for the other games. 


Hints, Tips & Tricks: If you want to play Blood in cooperative mode, where 
you work with other players to clear levels as opposed to seeking to clear 
each other, set the game difficulty to Extra Crispy mode to provide more of 
a challenge. 


Related Web Sites: You can find Blood information on all of the major online 
services that support the game, including ENGAGE, Mplayer, TEN, 
DWANGO, Kali, and Heat.net. 
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Captain Claw 
Publisher/Developer: Monolith Productions, Inc. 
Number of Players: Two to 64 players simultaneously. 


Recommended Hardware: Pentium 75 MHz or better, 16MB RAM, 2x 
CD-ROM, Windows 95, SVGA. 


Required Software: You must have the Captain Claw CD-ROM and Portal, 
Monolith's Internet/network gaming lobby software, which has entered into 
beta release. Check out http:/ /www.games.lith.com to download your copy. 


Where to Play: Negotiations with the various game services are still ongoing. 
Visit http:/ /www.captainclaw.com/for full details on where you can play 


the game. 
< 


CPO, 0002900 Qa 


Figure 6-3: Captain Claw is an ambitious side-scrolling Arcade game for 
up to 64 simultaneous players; that's an Internet first for this genre. 


Synopsis: You take the role of Captain Claw, notorious feline pirate of the 
seven seas, currently serving sentence for various cat-like crimes in La Roca. 
Tormented and harassed by Cocker Spaniard guards, Claw must find a way to 
escape and find the gems he needs to complete the Amulet of Nine Lives. 
Once the Amulet is intact in its original form, Claw will be ready to challenge 
his rival, Red Tail. After all, there can only be one Top Cat, right? 
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To achieve these goals, you will have to scratch through 16 levels of side- 
scrolling arcade action, plus dozens of secret areas and warp levels. Although 
lots of players have come to expect the best arcade titles to come on video 
game consoles, the truth is that this PC game is just as hot as anything they 
can offer in single-player mode, and consoles can't touch the multiplayer 
aspects of Captain Claw. 

Unlike other games that promote player homicide, Captain Claw's multi- 
player options focus more on healthy competition, including racing for the 
best time or the best score. Monolith also maintains a high-score Web site where 
players can upload their fastest times and highest scores. Connecting to play 
Captain Claw on the Internet is easy with Monolith's Portal utility. Basically, 
Portal is a front-end interface that gives players a place to gather, chat, and 
coordinate their games. Kali users will see a lot of similarity to that front end. 

Graphically, Captain Claw is superb, featuring all hand-painted artwork 
and thousands of frames of character animation. As such, you can expect the 
Captain to do a lot more that strut around in an eyepatch and meow—every 
weapon attack is unique. And the level designs are definitely complex; this 
is a game experienced players will appreciate, but novices can still have a 
good time. 

And for those players who burn up the original levels in record time, which 
would be a noteworthy accomplishment, Monolith is also providing a level- 
editor utility called Claw Edit. You can use this editor to either modify existing 
level designs or create entirely new ones from scratch (no pun intended). 

Finally, the audio is very impressive, but the enemy AI routines are even 
more noteworthy. These opponents don't just wander around the levels they 
inhabit blindly like zombies, they pursue and react to the player. This keeps 
you hopping, so the pace of the game never lets up! 


Hints, Tips & Tricks: Change the litter box once a week or it will stink up your 
whole house. Seriously, Captain Claw is too new to have a bevy of tips and 
tricks yet. Keep visiting the Captain Claw home page to pick up new strate- 
gies as they become available. 


Related Web Sites: You can visit the Claw Competition Ladder at http:/ / 
www.captainclaw.com/ladder/home.asp. Here is the way the Claw Ladder 
ranks a player: When you become a new ladder member, you are unranked. 
All unranked players are in the same boat—they are all the same in rank. That 
rank is the number of Ladder Rankings + 1. For example, if they have 100 
rankings shown on the ladder, you and the rest of the unranked players will 
have the "virtual" rank of 101. 
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When two unranked players play a match, the winner of the match goes to 
the bottom of the ladder. When playing a ranked player, regardless of your 
status (ranked or unranked), you advance exactly 1/2 the distance between 
you and the person you defeat. If you challenge the player at rank #1, and you 
are player rank #10, you will then become player rank #5. If you are unranked, 
your ranking is the number of rankings shown +1. For example, if there are 
100 rankings, your "virtual" rank is 101. The loser of the match will not lose 
ranking unless the winner is immediately below that person. For example, the 
only way you will be able to take the #1 ranked spot is to become #2 ranked 
and then defeat the #1 ranked player. 

Every match that is reported affects ladder standings in one way or another. 
The loser may not lose his or her ranking, but a loss will be tacked upon that 
user's loss record. Unranked players may also play ranked players. All 
unranked players may be viewed in the Unranked Players Ladder, which is 
sorted alphabetically. 

To find a match, we suggest using the Portal software that comes with 
Claw. Portal is usually filled with users playing Claw in every way possible, 
so finding matches should be relatively easy. Also, if you want to directly 
challenge a ladder member (you have heard how great of a player he or she is 
and you want your chance) you can e-mail any of the ladder members by 
clicking on their name when viewing the ranked or unranked ladder stand- 
ings. They do not have to accept, but since most people are on the ladder to 
play, the chance that they will accept is very good. 


Descent & Descent II 


Publisher/Developer: Interplay. 
Number of Players: Eight players per game. 


Recommended Hardware: For Descent--386/33 MHz or faster, 4MB RAM, 
CD-ROM, 9600 bps or faster modem, DOS 5.0 or higher. 486/33 MHz or faster 
with 8MB RAM recommended. For Descent II--Pentium 60MHz or faster, 
16MB RAM, Direct X supported sound card, 2x CD-ROM, VESA compliant 
1MB SVGA/VGA monitor, Windows 95, 35MB hard-drive space. 


Required Software: Install the ENGAGE software and Descent front-end game 
software included on the Companion CD-ROM. 


Where to Play: You can only play Descent or Descent II on ENGAGE. 


Chapter 6: Action & Arcade Games € 87 


Figure 6-4: Prepare to descend—and you are not alone! 


Synopsis: Experience head-to-head combat in three-dimensional 360 degrees. 
Face up to seven other opponents in twisting, turning labyrinths where you 
become totally disoriented. This is Descent Online, a brand new online version 
of the wildly successful Descent CD-ROM series. Light source shading and 3D 
texture mapping combined with high-speed game play will put your skills to 
the ultimate test. 

You're the pilot as you maneuver your way through caverns, down tunnels, 
and into vast subterranean passageways where enemies lurk behind every turn. 
The action is non-stop as you take on other players who are just as hungry for 
victory as you are. Because you are flying through an enclosed 3D space and 
lose track of which way is up or down, this is one of the most immersive of the 
first-person perspective shooters. It is a radical departure from the traditional 
games like the DOOM series (see below) and all of their derivatives. 


Hints, Tips & Tricks: When you come into a new area, fire to open the door— 
then be prepared for whatever might come out in search of you. In multi- 
player mode, it is also very common for players to lurk just inside doorways, 
facing the interior of the room so they can get on your tail when you come 
streaking into the room. To counter this tactic, fly to either side of the door 
before entering the room and peek inside to see whether someone is lying in 
ambush. If you have plenty of smart missiles (which is rare, you never seem to 
have as many as you want), another tactic for clearing a doorway is to fire a 
burst of laser to open it, then follow up quickly with a smart missile to shoot 
lurkers in the face. 

When a ship is destroyed, all of its components and power-ups float around 
the point of destruction. Swoop down and collect as many of these as you can, 
but don't get too focused on that task if other enemies are still present. Instead, 
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let them go into a feeding frenzy and make the fatal mistake of ignoring you. 
When the dust settles, you might be able to collect the remains of several ships. 
If you have another player on your tail and you are in an area where there 
is lava, try to skim the surface as closely as you can. The turbulence caused by 
your ship's passage causes rooster-tails of lava to fly up in the pursuer's path. 
Sometimes this is the only way to shake another good pilot before he kills you. 


Related Web Sites: In addition to the ENGAGE site, you can also visit the 
Interplay site at http:/ /www.interplay.com. 


DOOM, DOOM II, Ultimate DOOM & Final DOOM  .— 


Publisher/Developer: GT Interactive/id Software. 
Number of Players: Eight players in deathmatch or cooperative play mode. 


Recommended Hardware: 486/33 MHz, 8MB RAM, Sound Blaster or compat- 
ible audio board, SVGA graphics recommended. 


Required Software: The original game, either the shareware or retail version, 
must be installed on your machine in order to play online. 


Where to Play: Virtually every major service offers these games, but 
DWANGO enjoys the highest concentration of ongoing players for DOOM 
and its sequels. 


Figure 6-5: The DOOM series, by id Software, brought the 3D action shooter genre to the mass 
market and gave MPOG, as well as electronic gaming in general, a big boost as a result. 
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Synopsis: A lot of people didn't know MPOG gaming existed before DOOM 
came on the scene. And DWANGO, the first dedicated online gaming service 
provider, was born to give players a place to gather and play DOOM. Coop- 
erative play was introduced here, as was deathmatch play, but the former 
never appealed to players as much as the latter. As a rule, if you want to work 
with other players instead of killing them, check out some of the adventure 
and role-playing games in Chapter 7. If you want to frag someone, a term that 
originated in Vietnam which referred to dropping a fragmentation grenade on 
someone you didn't care for, then you might as well start here. 

As noted previously, the fictional back-story really doesn't matter. The 
setting is hell, or hell on earth, or hell on the moon, or any other location you 
want. The point is that you will be fighting demons, imps, cacodemons, bar- 
ons of hell, and the reincarnated bodies of the marines who preceded you into 
these hell-holes. In multiplayer mode, the monsters don't matter; there are far 
more deadly adversaries to contend with—other players. 

For clarification, DOOM II improves the graphics and game play elements 
of the original DOOM, while the other listed products are basically add-on 
packs with hundreds of new levels to play. 


Hints, Tips & Tricks: When playing in multiplayer mode, weapons, ammo, and 
power ups re-spawn on the level being played at a pre-determined rate. But a 
given player can only pick up a given item in a specific location one time. This 
precludes players from sitting on top of a weapon location and essentially 
gaining unlimited ammo. 

Learn to strafe. Strafing is moving laterally while firing with an automatic 
weapon like a chain gun or plasma rifle. Strafing is an excellent way to lay down 
a lot of covering fire in a large area and destroy anything that moves there. 

Change your tactics often. Speed is life in this game, but it also makes sense 
to occasionally find a dark corner and set up an ambush for passing players. If 
you can find a room with an overlooking ledge or window, take up residence 
on the high ground and pick off players who are fighting each other below. 
Most of the time, they won't even know it was you who killed them, but the 
downside of this tactic is that you can't easily run over and pick up their items 
after they're dead, either. 

This may sound obvious, but you would be surprised how many people 
don't take the time to do this—play the levels designed for deathmatch offline 
to determine where all the items are located. You can't casually explore during 
a firefight, and when you need more ammo for your rocket launcher or BFG 
9000, you cannot afford to search around for it; you need to know where to get 
it already. 
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Related Web Sites: There are hundreds of DOOM-related sites on the Web. If 
you want to find a good listing of DOOM resources, check out Hank 
Leukhart's pages on Happy Puppy, http:/ /www.happypuppy.com. 


Duke Nukem 3D 
Publisher/Developer: 3D Realms. 
Number of Players: Eight players in deathmatch or team mode. 


Recommended Hardware: Pentium 60MHz, 12MB RAM, VESA Local Bus or 
PCISVGA video card. 


Required Software: To play Duke Nukem games in the Duke Nukem retail 
arenas, you have to buy the full retail version from your local software store 
and install it on your hard drive. Download the shareware version of Duke 
Nukem (6MB) for free at http:/ /www.ten.net if you want to try Duke Nukem 
multiplayer before plopping down your bucks. It doesn't have as many levels 
and features, but it's a good introduction to the game. 

Once you've got a version installed on your hard drive, run the Duke 
Nukem SETUP.EXE program and make some adjustments. Choose the Sound 
Setup option, and then select Choose Sound FX Card from the next list. Find 
your sound card and press Enter. On the next screen, choose Use These Set- 
tings and Continue... On the next four screens, select 4 Voices, 8-Bit Mixing, 
Stereo Sound, and 11 kHz, respectively. Once you do all of that, turn off the 
music. Select Choose Music Card from the Sound Setup screen. Pick None for 
your sound card. Press Escape twice and click Yes to confirm your settings. 

Now, fire up TEN and enter the appropriate arena, either Duke Nukem 
Retail or Duke Nukem Shareware. Find an arena with some people in it and 
jump in. When you choose Join or Create for the first time, you'll be asked to 
locate the game executable on your hard drive. Find your DUKE3D.EXE in the 
Duke Nukem directory and the mayhem begins. Fire at will, baby. 


Where to Play: You can only play Duke Nukem on TEN. 


Heretic & Hexen 
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Figure 6-6: Duke Nukem is a cross between Rambo, Terminator, 
and Max Headroom—he’s a hero with an attitude. 


Synopsis: Bug-eyed space ghouls have abducted Earth's women for their 
hideous breeding experiments. That kind of thing irritates Duke Nukem. So 
he's on a shoot-first, ask-questions-if-you-start-to-give-a-damn xenohunt 
through six levels of 3D dementia, toting so much high-tech weaponry he's 
gonna need a neck rub when this is all over. Once you've played through the 
shareware version, go steeltoe-to-steeltoe on TEN in mortal combat with other 
Dukes around the continent. 


Hints, Tips & Tricks: Visit the Duke Datasphere on TEN for all the hints and 
tips you will ever need. 


Related Web Sites: Again, there are a lot of sites of interest to Duke disciples 
on the TEN Datasphere for this game. There is no need to duplicate them here. 


Publisher/Developer: GT Interactive/Raven Software. 
Number of Players: Eight in multiplayer mode. 


Recommended Hardware: 486/66 MHz, 8MB RAM, Sound Blaster or compat- 
ible audio board. 
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Required Software: You must own the retail version of either game to play 
online. 


Where to Play: You can play these games on DWANGO or with Kali. 


Figure 6-7: Both Heretic and it’s sequel, Hexen, are essentially DOOM clones 
with more of a medieval fantasy feel to them. 


Synopsis: In Heretic, you assume the role of a Sidhe Elf who must battle his way 
through more than a dozen levels to confront and destroy the evil serpent rider, 
D’Sparil. Hexen is the sequel to Heretic, and it involves the exploits of one of the 
other serpent riders, who also happens to be more powerful than D’Sparil, in a 
parallel dimension called Cronos. But once again, unless you are playing in 
cooperative multiplayer mode, none of this will matter. Your objective will be to 
kill others like yourself. Hey, nobody said these were nice places to visit! 


Hints, Tips & Tricks: All of the tips and tricks from the DOOM series are appli- 
cable, but these games add an element missing in the others; players can fly. 
You can’t fly all of the time, but when you have the special item that permits 
flight, you can practice a new tactic called death-from-above. The game in- 
cludes time bombs that you can leave for other players. In this tactic, you can 
fly over an open area and drop these time bombs on unsuspecting players 
below. Trust me, they will never know what hit them. 


Related Web Sites: Visit any of the major game sites like Games Domain, 
Gamespot, or Happy Puppy for additional Heretic or Hexen hints, tips, and 
strategies. 
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MechWarrior 2 (NetMech and MercNet) 
Publisher/Developer: Activision. 
Number of Players: Eight per game, hundreds per league. 


Recommended Hardware: Pentium 100 MHz or higher, 16MB RAM, 125MB 

uncompressed hard-drive space, 2x CD-ROM, VESA local bus or PCI Video, 
SVGA, Sound Blaster or compatible audio board, Windows 95, mouse, 14.4 

kbps or faster modem, IPX, TCP/IP or Microsoft Direct Play Network. 


Required Software: You must have the NetMech or MechWarrior Mercenaries 
CD-ROMs, plus the Kali Internet connect utility. 


Where to Play: Internet direct with Kali IPX connect software on any of the 
many Kali servers dedicated to these games. 


FF 


m. a 
Figure 6-8: Like BattleTech: Solaris (see above), NetMech and MercNet immerse 
you in FASA's expansive Mech Warrior gaming universe. 


Synopsis: NetMech and MercNet offer dozens of new planetary surfaces on 
which to slag it out. These games are more graphically polished than 
BattleTech: Solaris, but most of the game play elements are the same. See 
BattleTech: Solaris above for more details. 


Hints, Tips & Tricks: If your Mech is equipped with jump jets, jumping is a 
good way to extricate yourself from a tough situation quickly and regroup. 
But you must remember that jumping generates heat, and high heat levels are 
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just as dangerous to you as enemy weapons fire. Proper heat management is 
often the defining factor between veteran MechWarriors and those who sim- 
ply aspire to achieving that status. The best way to manage heat is to arrange 
your weapons into groups with similar heat ratings. That way, if you fire 
conservatively, you won't overload the heat sinks of your Mech. Reserve alpha 
strikes as a measure of last resort, because you might be a large stationary 
target from a heat shutdown after you launch one of these strikes. 


Related Web Sites: Visit the Activision Web site at http:/ /www.activision.com 
or any of the major editorial gaming sites like Happy Puppy, Gamespot, 
Gamepen, or Games Domain for more information on NetMech and MercNet. 


Publisher/Developer: MPG-NET. 
Number of Players: One to six players. 


Recommended Hardware: 486/66 MHz, 8MB RAM, SVGA, Sound Blaster or 
compatible audio board, 14.4 kbps modem or better. 


Required Software: Use the MPG-NET software provided on the Companion 
CD-ROM or visit http:/ /www.mpgn.com/5mpgnlibrary /5a.html to down- 
load the System Access Software (SAS). On this page, you will find the 
following options: 


W Download (Win95) System Access Software: With the Games! V1029.95, 
11/1/96, 29.1MB file. 


W Download (Win95) System Access Software: Without the Games! 
V1029.95, 11/1/96, 6.20MB file. 


W Download (Win95) SAS Patch to Version 1029. V1029C, 4/30/97, 572KB 
self-extracting ZIP file. 


You must have downloaded the most recent SAS to use this patch. You 
must sign up with MPG-NET to validate system access and game software 
prior to playing Minion Hunter! If you don't choose to download the SAS 
with included game files, you must download the Minion Hunter front end 
specifically before playing the game. Select Download (Win95) Minion Hunter! 
V0307.43, 9/19/96, 5.03MB file and follow the installation instructions. 
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Where to Play: You can only play Minion Hunter on MPG-NET. 


PITTSBURGH | PITTSBURGH 
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Figure 6-9: Ready to face a different "Dark Side" than Luke Skywalker had to contend 
with? Play Minion Hunter! 


Synopsis: Governmental order has collapsed, the country is under siege, and 
dark forces are moving in. But these are only symptoms of the disease, nothing 
more. The true cause of the nation's illness is an evil that dates back to the 
dawn of time, an evil whose minions feast on human suffering. These are the 
creatures that spawned humanity's darkest legends—tales of blood drinkers, 
flesh eaters, shape changers, and soul stealers. Now the tales have risen to live 
and breathe. 

Ever plotting, these dreaded hunters stalk our land, driving humanity into 
madness and despair. In these dark times, rare individuals work to uncover the 
plots behind the nation's slide into ruin. Fate is about to turn against the agents 
of evil, for they are no longer the hunters but the prey. Your objective is to root 
out and destroy the dark minions before the country falls into their hands. 
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Hints, Tips & Tricks: The following tips will stand you in good stead every time 
you play: 
& Build a balanced character; get training in each category. 


B Try to get at least four in EMPATHY training ASAP, as there is a killer 
random card that may benefit you. 


8 When the minions attack and you end up in the hospital, they take 
something from you. Always have something small, like a knife, in your 
hand, when possible. It may be the thing taken. 


W Never select the "Darker" options unless you really want to die very, 
very quickly. 


E Let the minions have early success while you train. It will increase your 
survivability later in the game. 


B Sell private vehicles and travel by airplane. If you are successfully 
attacked when traveling by private vehicle, one hit takes it out. If you 
sell it for cash, you can only get slowed down, and the money will still 
be there. 


Related Web Sites: None. 


Redneck Rampage 
Publisher/Developer: Interplay. 
Number of Players: Eight players in deathmatch mode. 


Recommended Hardware: Pentium 75MHz or better, 16MB RAM, Sound 
Blaster or compatible audio board, SVGA graphics. 


Required Software: You need the Redneck Rampage CD-ROM and the 
ENGAGE front end to play online. 


Where to Play: Redneck Rampage is an ENGAGE exclusive. 
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Figure 6-10: Redneck Rampage is Jeff Foxworthy meets DOOM. You might be a 
redneck if you take this game seriously. 


Synopsis: Redneck Rampage is a hilarious, action-packed 3D first-person 
shoot-em-up game where you have a hell of a good time busting Turd Minions 
(animated alien excrement straight out the pages of the National Enquirer), 
Vixen (40DD refugees from a Russ Meyer soft-porn flick, complete with ma- 
chine gun equipped bras), and a bevy of other special characters. Armed with 
impractical (and half illegal) weapons, and power-ups of pork rinds and beer, 
you're ready to go against eight other rednecks in a stompin' deathmatch that 
will have chickens flying. If you think sneaking around some medieval castle 
is tough, just try your hand at a’ whompin an’ a'stompin the good ol’ boys in 
these bayous, where the beer is cheap and the talk is authentic, guaranteed. 
Add a real butt-kickin' soundtrack with Mojo Nixon (UFO's, Big Rigs, and 
Bar-B-Que), Beat Farmers (Baby's Liquored Up), and special tunes from the 
Reverend Horton Heat, and you've got one hell of a good time. Got what it 
takes to be a redneck? Then go on a rampage! 


Hints, Tips & Tricks: None are available at this time. Check Happy Puppy and 
other editorial game sites regularly to obtain tips as they are published. 


Related Web Sites: Visit the Interplay Web site at http:/ /www.interplay.com. 
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Subspace 


Publisher/Developer: Virgin Interactive Entertainment. 


Number of Players: Hundreds of players per zone, thousands per game. There 
are 300,000 active beta testers for this game. 


Recommended Hardware: Again, the final hardware specifications for this title 
are still being determined. 


Required Software: When the retail game releases this fall, you will need the 
retail CD-ROM. Currently, however, an abbreviated free play version of the 
game can be downloaded at http:/ /www.vie.com. 


Where to Play: Subspace is played on the Virgin Interactive Entertainment 
servers, again at http:/ /www.vie.com. 


"Meet people from ail over the world... 
„then Kill them". 


Figure 6-11: If you loved Asteroids, you will love Subspace, a multiplayer derivative of 
Asteroids on steroids! 


Synopsis: Subspace is a fast-paced top-down shooter in which players gun 
down enemy ships and collect power-ups that are scattered throughout the 
play arena. One of the neat things about the development of this title is that 
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the players essentially drove it themselves. Virgin opened Subspace to the 
public very early in the design cycle and has been modifying the game based 
on player feedback ever since. You can expect to see a lot more of this kind of 
open architecture play testing and design in the MPOG world of the future. It 
simply makes more sense for companies to work directly with MPOG con- 
sumers to ensure the consumers get what they want. 

Subspace features an expansive high-resolution playing field made up of 
various obstacles, power-ups, and safe zones. Players maneuver through 
space shooting enemy ships, avoiding tumbling asteroids, and collecting 
power-ups to increase their ship's fire power, armament, maneuverability, and 
special capabilities. With hundreds of people vying for the same power-ups 
and flags (which contribute to victory conditions), aggressiveness must always 
be tempered by a good defensive posture. 

To help in battle, players can form teams or have themselves assigned to 
one by the program. When on a team, any power-ups absorbed by members of 
the team work to the benefit of the team as a whole. And points for kills and 
power-up collection accrue to the team as a whole also. This promotes coop- 
erative play. 

Subspace is divided into many different zones. Each zone has unique team 
or player goals with differing levels of difficulty to accommodate everyone 
from beginners to experienced veteran pilots. All zones contain arenas, 
allowing hundreds of people to play simultaneously and talk with one 
another as well through an onscreen chat system. Individuals can address 
everyone in the arena, just their team members (the most common applica- 
tion), or specific individuals. 

As a result of all this pre-release work, over 300,000 players are already 
active in Subspace, creating their own tournaments and clans, and outfitting 
their ships with clan banners and distinctive markings. There are even hun- 
dreds of Subspace fan Web sites that players are using to discuss strategies, 
create theme songs for their clan, post hall of fame data, even issue wanted 
posters on other players who've distinguished themselves with notorious 
behavior online. 


Hints, Tips & Tricks: None are available at this time. 


Related Web Sites: To explore the vast online community that has sprung up 
around this game, your best jumping-off point is http:/ /www.vie.com. 
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Quake 


Publisher/Developer: GT Interactive/id Software. 
Number of Players: Eight per game in deathmatch mode. 


Recommended Hardware: Pentium 90MHz or faster, 16MB RAM, 28.8 kbps 
modem or faster, SVGA graphics, Sound Blaster or compatible audio board. 


Required Software: You need the Quake CD-ROM to play online. 


Where to Play: The most popular Quake arenas online are on TEN, 
DWANGO, and Kali. 
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Figure 6-12: Quake is DOOM II with handfuls of No-Doz; it has tougher opponents, better 
graphics, and stronger level designs. 


Synopsis: Quake marks the last collaboration between programmer John 
Carmack and game designer John Romero, the boys that became men and 
bought Testorossa's following their success with DOOM. Romero has gone on 
to form his own company, ION Storm, and is currently working on a “next- 
generation Quake-killer." Carmack is working on an engine that is designed to 
accomplish the same thing. But while these game developers are busily trying 
to make their current child obsolete, the fact of the matter is that players are in 
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no hurry to see Quake be killed. In fact, they are still helping to shape new 
ways to play the game that the original developers didn't even consider. 

For example, the Total Entertainment Network (TEN) recently announced a 
major Quake modification (mod) called Team Fortress (TF) that is only play- 
able on TEN, and it is already changing the way Quake clans and informal 
teams play. TF stresses individual specialization (see the class definitions list), 
making true cooperation between team members a must. The TF mod, written 
by Robin Walke, John Cook, and Ian Caughley and optimized for TEN by 
Thomas Erickson, offers a wealth of new weapons, capabilities, and player 
classes with specific attributes, tools, and weapons. 

The concept, as in other team-oriented Quake mods such as Capture the 
Flag, is to work with other members of your team to accomplish a specific 
goal. Numerous Team Fortress maps, Quake levels with specific objectives, are 
available, including four-team Capture the Flag levels, "The Hunted Presi- 
dent," and "Storm the Castle." However, the most dramatic enhancement the 
TF mod makes to Quake is the player classes. Each player on a given team has 
a particular role with unique responsibilities, weapons, and other capabilities. 
Classes include scout, sniper, soldier, demolitions man, combat medic, heavy 
weapons guy, and pyromaniac. 

Class definitions: Each class in Team Fortress has numerous unique aspects, 
including different appearances. Some, but not all, of these specific capabilities 
are outlined below: 


W Scout. The fastest moving class, scouts can only wear small amounts of 
armor. Limited to shotguns and the nailgun (both with low ammo 
counts), scouts are also equipped with a motion detector, flares, and 
concussion grenades. 


B Sniper. Capable of medium speed, the sniper is also limited to modest 
armor, nailguns, and the wicked new sniper's rifle (both with medium 
ammo), plus grenades. 


W Soldier. A slow-moving infantryman, the soldier can wear large amounts 
of armor and use all normal weapons (with high ammo counts) except 
the grenade launcher. Soldiers are also equipped with hand grenades 
and nail grenades. 


BW Demolitions Man. A medium-speed class limited to medium armor levels, 
the demolitions man uses shotguns, the grenade launcher, and the new 
pipebomb launcher. He also has a highly explosive detpack, hand gre- 
nades, and mirv grenades. 


® Combat Medic. A medium-speed, medium-armor type, the medic can use 
both shotguns and nailguns, as well as hand grenades and concussion 
grenades. Medics also regenerate, actually regaining health automatically 
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over time. And most importantly, the medic can heal teammates and 
infect opponents with a mysterious tropical disease, using the new 
medikit and bioweapon, respectively. 


W Heavy Weapons Guy. Slowest-moving of all the classes, the heavy weap- 
ons guy makes up for it with heavy armor capabilities and, naturally, 
heavy weapons. In addition to shotguns and the nailgun, he also sports 
the new assault cannon (capable of sawing foes in half), and hand and 
mirv grenades. 


W Pyromaniac. A medium-speed class with some flame-resistant armor, the 
pyromaniac has a short fuse, literally. In addition to the shotgun, the 
pyromaniac handles the flamethrower and the new incendiary cannon, 
as well as carrying hand grenades and napalm grenades. 


The TF mod also introduces a lot of new weapons, as detailed in the follow- 
ing list: 
W Sniper Rifle. Using shotgun shells for ammo, the sniper rifle works in 
two modes: single shot mode lets players control the amount of damage 
done—longer aiming results in more damage, to the point where one 
shot will kill almost any opponent; and auto shot uses more ammo and 
does less damage, but creates a strafing, machine-gun effect. 


W Assault Cannon. This haymaker packs a tremendous punch. The cannon 
uses shotgun ammo and tends to exhaust your supply quickly (while 
reducing the enemy to pulp). The assault cannon has its drawbacks: it 
can't be fired while the wielder is moving, and it gets hotter and harder 
to control while being fired, so cool-down breaks are a must. But boy, 
does it hurt. 


W Bioweapon/Medikit. The combat medic bioweapon infects enemies with a 
mysterious tropical disease. This infection can only be cured with the 
combat medic's medikit. Combat medics can heal allies, resulting in the 
stricken teammate regaining 10 health points per whack with the 
medikit axe. If the combat medic runs over a health box while at max 
health, that health is attributed to his medikit. Medikits also heal fire 
and concussion effects. 


W Incendiary Cannon. Used in place of the rocket launcher by the pyroma- 
niac class, this cannon does modest damage initially, but sets everyone 
within range on fire. 


m Grenades. Not to be confused with those used in the grenade launcher, 
five new grenade types exist in Team Fortress: Hand: Twice as powerful 
as those in the launcher, easy to carry and throw. Concussion: Doesn't do 
actual damage, but makes everyone within range woozy (good for en- 
abling scouts to escape from a crowded room). Nail: Good in large rooms, 
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nail grenades levitate into the air and begin rotating while firing nails for a 
few seconds, after which they detonate like a normal grenade. Mirv: Also 
known as room-clearers, mirv grenades divide into approximately 15 
individual grenades that then explode. Napalm: When these explode, they 
throw out flames in all directions, setting things (including players) on fire. 


W Detpack. A large-scale explosive device carried by the demolition man, 
the detpack includes a timed trigger which can be set for delayed deto- 
nation. While priming the detpack, the demolition man cannot move; a 
scout can disarm a detpack by simply running over it. 


TF joins such other popular mods as Capture the Flag 4.0, Bombs, and 
Cujo on TEN. For more information about Quake mods on TEN, visit the 
Quake DataSphere at http:/ / www.filefactory.com / Gamescape/baseten/ 
datasphr/quake). 


Hints, Tips & Tricks: The TF mod opens up a lot of new tactical possibilities 
that are still being explored and strategized by players. For a good base of 
basic Quake strategy for both solitaire and MPOG play, check out Gamespot, 
Happy Puppy, or the TEN datasphere. For an advanced course on Quake, you 
could do a lot worse than Ventana's Quake: Authorized Strategy Guide. 


Related Web Sites: There are literally hundreds of Quake clan sites. Before 
joining a Clan, you might want to spend some time online watching them 
in action. 


X-Wing vs. TIE Fighter 


Publisher/Developer: LucasArts/Totally Games. 


Number of Players: Two to four players per battle at 28.8 kbps connects, up to 
eight players per battle at ISDN or T1 connect speeds. 


Recommended Hardware: Windows 95, Pentium 90 or faster required 
for solitaire play, Pentium 133 or faster for Internet play, 16MB RAM, 
2x CD-ROM required (4x CD-ROM recommended), PCI graphics card, 
16-bit sound card, joystick. 


Required Software: You must have the X-Wing vs. TIE Fighter CD-ROM for full 
MPOG capabilities to be enabled. You should also download the version 1.1 
Update Patch (1.1MB) xvt 1.10.exe from the LucasArts FTP site (see below). 
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One of the most important things to know about this version of X-Wing vs. 
TIE Fighter is that for multiplayer play, this upgraded version is not compat- 
ible with version 1.00. All players must be running the same version of the 
game. The game will not allow players to join a multiplayer game if they are 
running a different version than the host. If you experience problems joining a 
game, this may be your problem. While for multiplayer play the game ver- 
sions are incompatible, the pilot files are fully compatible. Therefore, you may 
continue to use your pilots from the original version. 

Overall, the 1.1 patch improves MPOG play. Some specific modifications 
and improvements are: 


B Starfield warping, a phenomenon caused by the Internet losing vital 
game information, has been greatly reduced. 


W Player booting due to poor line quality has been reduced, and connec- 
tions are more stable as a result. 


E Dropped connection time-out problems have been greatly reduced. 


B The debriefing screen now shows if a player has left the game in the 
middle by graying out their callsign. 


E Occurrences of Host/Server slowdown have been minimized. 


W Melee start locations have been randomized to prevent players from 
hanging out or camping at the entry points of other players during a 
melee. 


B The new wave of a player's flight group no longer arrives early. This 
reduces scoring anomalies and reduces the likelihood that a player will 
jump into a craft that is already heavily damaged. 


BW Conflicts between X-Wing vs. TIE Fighter's CD detection and CD audio 
players like FlexiCD or other Multimedia CD Audio players have been 
removed. 


If you want to check out MPOG elements of this game, download the 
X-Wing vs. TIE Fighter Demo, xvtdemo.exe (6.1 MB) at ftp://ftp.lucasarts.com/. 
X-Wing vs. TIE Fighter requires Microsoft's DirectX 3.0a to be installed on 
your system. If you do not have DirectX 3.0a or are unsure, you can download 
a self-extracting version of DirectX3.0a from: ftp:/ /ftp.lucasarts.com/demos/ 

pc/ dirx3a.exe. 

Extract the demo by double-clicking on the xvtdemo.exe icon. The demo is 
self-extracting. You can then launch the demo from your Windows Start menu. 
This demo version includes one cooperative mission and one melee mission. 
Both of these can be flown solo or with other players. The craft database re- 
flects only the starships that appear in these missions. You can pilot an X-Wing 
or TIE Interceptor. 
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Where to Play: Microsoft's Internet Gaming Zone or in conjunction with a Kali 
connect utility. 


Figure 6-13: X-Wing vs. TIE Fighter puts you in the cockpits made famous by the 
movie Star Wars and all of its sequels. 


Synopsis: X-Wing vs. TIE Fighter allows players to fly 50 unique missions for 
either the Rebellion or the Empire. Also, you can fly any of nine different craft. 
Mission types include escort, strike, reconnaissance, and rescue efforts in 
addition to the standard dogfighting fare. Prior to each mission, you are 
briefed on the mission objectives and given the opportunity to discuss strategy 
with your squadron mates. Be faithful to the wingman concept in this game, as 
lone wolves tend to get chewed up by even the AI opposition. Throw a human 
opponent into the mix and it gets more deadly even faster. Didn't your mother 
ever tell you that space is a cold and lonely place? 

Combat score reflects you and your team's success at achieving the 
mission's combat objectives: destroying the enemy's command ship, capturing 
cargo, or attacking a convoy. Your promotion points, which are displayed as a 
percentage toward your next promotion, depend on your individual dogfight- 
ing skill and go up or down based on your mission kills and losses. 

When evaluating the score you receive and the kills you are credited with, 
understand the following: you must have caused at least two thirds of the 
damage on a destroyed craft to get credit for a full kill, at least one third of the 
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damage for a shared kill. If you have only gotten in the last shot or two, you 
may receive only an assist or no credit at all. 


Hints, Tips & Tricks: Don't forget to use your countermeasures; they are spe- 
cifically designed to deal with missile attacks. A chaff burst is the most effec- 
tive against an incoming missile, although a flare is useful as well. You can 
remove missiles in melee missions: if you don't add warheads to your craft, 
then all the other AI craft won't either. 

For single-player play, you can adjust mission difficulty by using the diffi- 
culty setting on the Mission Selection screen. For multiplayer play, the same 
option is available for all missions except combat engagements and battles. 
The difficulty of combat engagements is adjusted automatically. When players 
play cooperatively (all on one side), the skill level of opposing forces is im- 
proved to compensate. In fact, the hardest missions in X-Wing vs. TIE Fighter 
are those combat missions with all players on the same side. 

Beginning players should do the following to get their feet wet: From the 
Mission Selection screen, you should set Craft Waves to Unlimited and/or set 
the Difficulty setting to Easy. Also, you can turn Starfighter Collisions to Off. 

You can still help your teammates after you've been knocked out of a 
multiplayer mission. While in the in-flight map you can monitor the combat 
situation and report on it to your teammates by using the many map view 
modes and the chat feature. Also, you can give orders to craft on your side. 


Related Web Sites: There are more Star Wars Web sites out there than you can 
shake a light saber at. The LucasArts Web site http:/ / www.lucasarts.com/ 
will point you to the best of them. 


Moving On 


OK, by now you've been killed by hundreds of demons and blasted into the 
cold vacuum of space. Feeling comfortable yet? Don't worry, there are plenty 
more gaming challenges in store for you. In Chapter 7, "Adventure & Role- 
playing Games," we will introduce you to wizards, warlocks, and a bevy of 
other characters who are also ready to shove magical fireballs where the sun 
doesn't shine. Sound like fun? Let's go! 


chapter 
7A Adventure & 


Role-playing 
Games _ 


iren: and role-playing games (RPG) are natural vehicles for the 
creation of truly immersive virtual worlds because, by design, they must 
employ fantastic but believable environments that players can interact with. 
The titles we examine in this book achieve this design goal to varying degrees, 
but all are worthy of the attention of fans of this type of game. The best of 
them, like Ultima Online and Diablo, are so visionary that they appeal to a 
much broader base of players, taking advantage of the capabilities of the 
medium in ways that others have yet to achieve. If you're ready to explore 
these worlds, pick up your sword and follow me. 


AD&D Dark Sun: Crimson Sands Online 


Publisher/Developer: Strategic Simulations, Inc. 
Number of Players: Hundreds simultaneously. 


Recommended Hardware: Almost any 486-based Windows 95 machine should 
be able to run Dark Sun easily. Minimum system requirements: IBM compat- 
ible (486/664), 2x CD-ROM w/redbook cable enabled, 12MB of RAM, mouse, 
Windows 95, VESA local bus or PCI SVGA video card, 14.4 kbps modem. You 
may be able to get away with a slightly lesser system, particularly if you have 
a local bus video card. 
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Required Software: You must install the Dark Sun: Crimson Sands Online 
software, which is included with the TEN sign-up kit on the Companion 
CD-ROM. Although you will install the game itself («50 Megs) to your hard 
drive, you'll need the CD-ROM in the drive for the redbook music audio files to 
play. For more information, visit http:/ /www.ten.net/html/ten darksun.html. 


Where to Play: Dark Sun is only available on the Total Entertainment Network 
(TEN). For current pricing, which has been changing rapidly on all the online 
gaming services, visit http:/ /www.ten.net. 
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Figure 7-1: The graphics of Dark Sun Online may not be as impressive as other graphics online, 
but DSO's magic system is one of the best around. 


Synopsis: Dark Sun: Crimson Sands Online is the latest in the Dark Sun series 
of games from Strategic Simulations, Inc. Based on TSR's Dark Sun world, 
Dark Sun Online (also known as DSO) allows you to adventure on the world 
of Athas. However, instead of playing alone you'll now be able to explore the 
barren wastes of this world with hundreds of other people. 

Welcome to a world sucked dry by vampiric defilers, torn and scarred by 
power-hungry mages, burnt and seared by a sun gone slightly nova; a world 
known simply as Athas. Athas is bad—real bad. You've heard of Death Valley? 
You've heard of the Sahara? They've got nothing on Athas. You see, Death 
Valley and the Sahara end. They stop eventually. They run into jungles or 
forests or oceans. But not Athas. Athas never stops. It has no oceans. And 
you're stuck in the middle of it. 
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As you play DSO, you'll discover new, never-before-seen regions. You'll 
finally make it to the Silt Sea and visit the port city of Altaruk. From there you 
can take silt ships to visit other areas and islands. Be warned, however—there 
are reasons few return from the isles. Closer to home, you'll be able to explore 
a newly expanded Tyr like never before! Non-player characters (NPCs) inhabit 
the streets and buildings; they'll help or hinder you depending on their per- 
sonalities or agendas. Some will ask you to help them with quests; others will 
give you tips and information on how to survive in this savage world. 

You'll also take on new roles in Dark Sun Online. Choose to be a Templar, 
and you'll work for the good of the Tyrian Council, undertaking quests and 
harassing innocent pedestrians with the best of them! Sound too slimy? Fine— 
join the Veiled Alliance and fight the Templar scourge! No matter what side 
you choose, you'll often find that your quest or mission might come into 
conflict with the goals of the opposing group—better be prepared! 

Dark Sun Online has been in development for over two years. The engine 
has been completely overhauled for online gaming, and is now a Windows 95 
application. The interface has been streamlined for multiplayer gaming, in- 
cluding enhancements to party commands, easy chat commands, and special 
options to enhance multi-player adventuring. 

You begin by creating a character from any of the myriad of classes and 
races available in the world of Advanced Dungeons & Dragons. Dual class 
characters are allowed and all of the appropriate bonuses and modifiers are in 
effect. You can also select any alignment from Lawful Good to Chaotic Evil. 

As you adventure in the game, you will gain experience through combat, 
both against the monsters in the game and other players. Periodically, pro- 
vided you survive of course, you will accumulate enough experience to rise a 
level. The maximum level your character can achieve in DSO is 15; this is not 
an AD&D limitation, but one imposed by the game engine. 

One thing players will notice about this RPG is that the atmosphere promotes 
hostility between players, and the scripted conflict between the Tyrian Council 
and the Veiled Alliance encourages it further. As such, you don't see a lot of 
friendly parties simply out exploring in this game. A lot of players go it alone, 
especially the higher-level players, and those that do band together usually do 
so to hunt down opposing parties from the other sect. As such, it is often a 
rough place for new players (newbies) to survive. In support of that flavor, 
player versus player tournaments and ranking ladders are also very common. 


Hints, Tips & Tricks: DSO uses a turn-based combat system instead of a real-time 
combat system. This means that, when combat occurs, all people next to an 
enemy are sucked into it. Each player then gets a turn to move or fight, while all 
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the other players sit and watch. You can use this to advantage by attempting to 
put the killing blow on enemies that other characters in your party have already 
weakened. That way, you get the experience points for the kill, even if the other 
characters did 99 percent of the work. Be careful though, if you do this consis- 
tently, other players may recognize your scheme and turn on you. 

It doesn't make sense to start the game with just any old character. Re-roll 
the statistics for your character until you can get better ability scores and take 
advantage of some of the associated bonuses. Demi-human characters with 
extremely high ability scores in their prime requisites can exceed the racial 
maximum levels. Prime requisites are the minimum character point levels in a 
given attribute or attributes in order to receive bonuses. For the purpose of 
illustration only, an example might be that you get a +1 modifier on all to hit 
rolls if your strength rating is 16 or higher out of a possible 18 (as rolled by 
three six sided die, 3D6). In cases where multiple prime requisites are used, all 
requisites must exceed those listed in the Prime Requisite Bonus Table below. 
The additional levels listed in this table are added to the normal maximum 
allowed, regardless of what class or race is involved. 


Ability Score Additional Levels 


Table 7-1: Prime Requisite Bonus. 


A multi-class character always uses the most favorable combat value and 
the best saving throw from his different classes. The character's hit points are 
determined as follows: for each class level, the class hit die is rolled (d10 for 
fighters, d8 for priests, etc.) and divided by the number of classes the character 
has, fractions are rounded down but never lower than one. Multi-class charac- 
ters can combine abilities from their different classes with the following re- 
strictions (the PC must follow the most restrictive class). 

When you first create your character, stay close to home in Tyr until you can 
get a little experience. But remember, as the Templar Council officially frowns 
upon all use of magic in Tyr, any spell you cast or psionic power you use will 
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most likely be blocked or get you arrested. (Yes, we are aware that psionics are 
not technically magic.) For that matter, using or equipping any object which 
has some sort of magical power will also cause you to be arrested. Any suc- 
cessful mixing of magical ingredients, and anything else that causes some sort 
of magical effect, will also cause your confinement. Selling any magical items 
in the city (without a safe "contact") is another good way to get arrested, 
though in this case you may not always be caught (the guards can't watch 
everyone all the time, after all). It is best to avoid such things at all costs; the 
penalty is severe. 


Related Web Sites: The latest version of the DSO FAQ, as well as the latest on 
all SSI screenshots, demos, patches, and release schedules are always available 
at http:/ /www.ssionline.com. It will also occasionally be posted to the 
comp.sys.ibm.pc.games.rpg newsgroup. You can also find an HTML version 
of the FAQ (or download it) on TEN. 


Diablo 


: — 


Publisher/Developer: Blizzard Entertainment. 
Number of Players: Thousands, in parties of up to 4 players each. 


Recommended Hardware: Pentium 133, 16MB of RAM, 8x CD-ROM, mouse, 
16-bit sound card. 


Required Software: The demo provided on the Companion CD-ROM or the 
full commercial version of the game, available directly from Blizzard or at 
most software retail locations. 


Where to Play: Currently, you can play Diablo at Blizzard's Battlenet site at 
http:/ /www.battle.net, which you can launch to from the demo on the Com- 
panion CD-ROM. Several other MPOG services are planning to feature Diablo 
as well. 
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E ts 2 
Figure 7-2: The beauty of Diablo is that no two games are ever alike. 


Synopsis: The kingdom of Khandaras has fallen into chaos. An unknown force 
of evil has swept across the land, plunging it into civil war and terrorizing the 
populace. A mad king, his missing son, and a mysterious Archbishop are all 
pieces of the puzzle that face you. You have journeyed to the source of the evil, 
the town of Tristram, now inhabited by only a handful of survivors. The 
cathedral there is built over the ruins of an ancient monastery, and eerie lights 
and sounds are heard echoing through its abandoned halls. Perhaps the an- 
swer lies within the remains of a forgotten past. 

Diablo invites you to enter a world of dark gothic fantasy. Play as a brave 
warrior, cunning rogue, or mysterious sorcerer. As you venture deeper into the 
labyrinth, you'll discover weapons, armor, and magical treasures, and develop 
your character's skills and abilities. And at the time of this writing, over 
650,000 players had accepted that invitation, playing over 13 million games of 
Diablo in the six months since the game released. 

The reason that players keep coming back is obvious once you know the 
features of the game. Every time a new game is started, the game engine 
randomizes the entire 16 level dungeon and its peripheral environments, not 
to mention the composition and location of the inhabitants and items therein. 
The databases used for this are so huge that the possible combinations are in 
the hundreds of millions. When you combine this with the fact that the game 
also plays differently depending on the character class you select, the resulting 
mix has unlimited replay value. No two games are ever the same. 

Warriors have the greatest physical strength of the three classes, and their 
natural craftsmanship comes in very handy for repairing weaponry and armor 
after heavy use. But they are also easily damaged early in the game because 


Chapter 7: Adventure & Role-playing Games € 113 


they lack a stand off attack and must get right next to their opponent to blud- 
geon them. As such, you must spend a good deal of time healing them after 
each major ENGAGEment. 

By the mid-point or so of a given game, Warriors have gained enough 
experience and hit points to shrug off most hand-to-hand encounters, and they 
can carry all the more brutal weapons in the game. They are still susceptible to 
ranged and magical attacks, however, so the wise player will advance on 
enemies quickly and not afford them that advantage. 

Warriors gain two hit points per level of experience and enjoy the fastest 
attacks with all weapons except the bow (which is the specialty of the rogue 
character class). Warriors gain Vitality faster than other characters, which 
means they take less damage per hit. Finally, warriors have a percentage 
chance of inflicting a critical hit every time they attack. Critical hits inflict 
double damage on the victim. The higher level the warrior, the greater the 
chance he has of inflicting a critical hit. 

Rogues have a distinct advantage early in the game because they can stand 
off and attack their enemies, often without taking damage in return. Sorcerers 
can do this as well, but with an inherent cost in mana that rogues don't suffer. 
Rogues gain one health and one mana point per level they advance, and if 
they apply the five attribute points every character receives when they go up a 
level (primarily due to dexterity and magic points), they can be devastating 
opponents by mid-game. 

Sorcerers may have the best offensive spell casting ability, but they are also 
naturally weak defensively as a counter-balance. Players who wish to become 
sorcerers should expend a good portion of their initial attribute points (gained 
as they increase levels) on strength so that they can wear better armor. Of 
course, they shouldn't short-change their primary ability either, so split some 
of this pool to magic points as well. And invest in a Mana Shield as early as 
possible, since it allows Magic Points to double as Hit Points. 

Sorcerers enjoy double bonuses on all magical enhancements. They also gain 
two points of mana per level and per point of Magic. If sorcerers live past the 
middle of the game, they become literally juggernauts of magical mayhem, and 
opposing players need to work cooperatively and en masse to take them out. 


Hints, Tips & Tricks: Since characters are constantly saved in the online version 
of this game and players aren't penalized for quitting at any point, it is a fairly 
frequent occurrence for some players to drop out of parties even when they 
are deep in a dungeon. They can return later or immediately go to another 
area without penalty so long as they were alive when they quit that adventure. 
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When parties find themselves short-handed like this, or through the death of 
others, they can teleport new players down directly to their location by using 
the Town Portal spell. 

Diablo allows players to specify whether or not they intend to attack other 
players. If not, they specify player-friendly on the button beside the mana 
globe. What a lot of players don't realize, however, is that this only stops 
direct physical attack. It is still possible to hit other players with ranged weap- 
ons or magic. So be careful or endure the wrath of your fellow adventurers. 

Of course, some players can't resist preying on others to collect their gold 
and goodies. The Diablo community as a whole frowns on this type of behav- 
ior and may even place bounties on players who become nefarious assassins 
over time. To collect a bounty on such a player, kill them then bring back their 
ear (which will have their name on it as proof). 

The optimum party composition for multiplayer Diablo is two warriors, 
who can form a decent and durable front line to protect the rogue and mage 
you send with them. The latter can stand back and attack from relative safety, 
then heal their Warrior friends after the fray. Likewise, the Warriors can repair 
items for other members of the party, and the rogue can investigate all the 
chests the party finds to look for traps and minimize the risk to others. 

Terrain has a major impact on the tactical approach of the party as well. Use 
natural chokepoints, like narrow hallways, to channel groups of monsters 
toward you one or two at a time, which makes them much more manageable, 
and avoid getting yourselves caught in similar chokepoints. Warriors can also 
charge monsters with ranged attack capabilities, which often causes the latter 
to turn and run because they can't withstand direct attacks well, and herd 
them into confined areas to be dealt with by area-effect magical spells from the 
sorcerer. Always be mindful of leaving clear avenues of escape for the party, 
however, because you never know when things are going to get uglier. 

Setting up ambushes is always a good idea. Find a larger room off of along 
hallway. Set up the sorcerer such that he faces down the hallway. Send the 
rogue, who is generally the fleetest of foot, off in search of monsters. He can 
thumb his nose at them and get them to chase him back into the waiting trap. 
As he zips past the sorcerer with the monsters snapping at his heels, the 
former can cut loose with a good area affect spell like Flame Wave or Wall of 
Fire and toast the baddies. Mop up survivors and repeat as necessary. 


Related Web Sites: All things Diablo can be found at http:/ /www.blizzard.com/ 
diablo/, but the Blizzard site is also a great place to track what is going on in the 
WarCraft universe or to find out the latest on the upcoming release of 
StarCraft, their latest real-time strategy offering. Finally, you can expect to find 
a completely new global ranking system on Battle Net in the near future. 
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Details are still being worked out but the system will preclude common player 
ruses to raise rankings, like playing the same person 50 times and stomping 
them in a pre-arranged orgy of point building. Stay tuned for more details. 


Empiriana & Lords of Empyria 
Publisher/Developer: Infinite Realms. 
Number of Players: Hundreds. 


Recommended Hardware: Empiriana runs on PCs running Windows 95 or 
Windows NT 4.0. An Internet connection is also required to play the game. 
Although it is possible to run the game on a less capable machine, the recom- 
mended configuration is a Pentium processor, 28.8 kbps modem (or other 
connection), 16MB of RAM, PCI or local bus video card with 1MB of RAM, 
25MB of free hard disk space, Windows 95 compatible sound and music card 
(optional). Empiriana utilizes Microsoft DirectX technology. 


Required Software: You must download the Empiriana software at http: / / 
realmsnet.com/download.html before playing the game. There is a $19.95 
monthly fee for unlimited access and a one-time $6.00 account activation fee. 
Other payment plans offer a slight discount. You can pay $59.75 for quarterly 
unlimited access or $159.95 for unlimited access for an entire year. As always, 
we recommend you try the service for a month to see if it suits you before 
springing for the longer duration. 


Where to Play: Empiriana is only available for play at http:/ /realmsnet.com. 
Begin by downloading the software, called the "Network Viewer" or you can 
request the software on a CD by sending Infinite Realms an e-mail message. 
Either method provides detailed instructions on installing, opening, and 
connecting to the Realms network and all their games. After downloading the 
Network Viewer, you will then have a chance to visit The Lodge and meet 
other players and read the bulletin boards or get your mail. Each game has its 
own Game Viewer. You don't have to go through the Web Page to play any 
game. Simply click on the Game Viewer. 

The Game Viewer is very graphical and very easy to use. You can also 
customize your Game Viewer to your needs. For example, you can line up 
your favorite spells and items so they're only a click away. And depending on 
what action you've selected, your cursor icon will reflect that choice. For 
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instance, if you're walking, your cursor will be a footstep. And when you're 
about to cast a spell, your icon will be changed to the spell you've chosen (a 
snake for poison, a lightning bolt for lightning, etc.) Now you'll always know 
exactly what the next click will do. 


Figure 7-3: The lands of Pantera. 


Synopsis: Empiriana is a fantasy world situated in a medieval setting. Players 
are immersed in an environment where exploring inhospitable dungeons and 
fighting dragons and other creatures is the norm. But they aren't alone. Play- 
ers have the opportunity to join up with other players from around the world 
and explore the far reaches of Empiriana. The game includes an ongoing story 
line, including the involvement of non-player characters; a huge dungeon, with 
many different levels to explore; a large assortment of weapons, spells, and 
other equipment that players can choose from to outfit their characters. Also: 


B Group dungeon exploration with up to six players in a party. 

B Taverns where players can drink and chat with each other. 

B Stores where players can purchase equipment for their characters. 
BW A facemaker where players can design their own online “look.” 


B Quests that players can take on to advance their experience. 
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W Anexpandable game engine, so players will never run out of things to do. 


B High-resolution graphics, computer-rendered artwork, sound effects, 
and complete theme music. 


Empiriana can be accessed via the Internet 24 hours a day, 7 days a week. 
Using Windows 95 client software, players need only be connected to the 
Internet to play. 

Veterans of Shadow of Yserbius or any of the old SSI AD&D titles will feel 
right at home. The game uses an overhead, third-person perspective for com- 
bat and a first-person view for exploration. The areas are fairly well populated 
and the programmers make their presence known by taking the time to talk to 
visitors and help them get started in the game. 

Lords of Empyria is an exciting, role-playing, adventure game that consists 
of seven lands, 16 different cultures of people, 156 places to visit and 63 quests 
to solve. There are close to 400 different enemies and 300 non-player characters 
(NPC). The game is completely graphical, and features close to 10,000 drawings. 

Lords of Empyria, however, is more than a single game. The main game is 
complimented by the Empyrian Arenas, a series of short exciting scenarios 
called Arenas, where players test their skills against other players. More on the 
Arenas shortly, getting back to the main game... 

You start in the center of the world in a city called Havenburg. Once you 
leave Havenburg, the adventure begins. The geography is designed by follow- 
ing the paths of nature, so you need to keep an eye out for special equipment 
to combat the elements. Each section has its own music selection and unique 
graphics, so you always encounter something new. 

Speaking of music, the game features an original music score, over 400 
sound effects, and animation. All creatures are animated, as well as fireplaces, 
lights, water, and the sea. While Lords has a flavor and style of its own, it was 
influenced by the conventions of other great computer games, like Ultima, 
Might & Magic, Wizardry, as well as AD&D games. It is a beautiful land, full 
of much danger, but there are areas of peace and gentleness, like the Enchanted 
Forest, and areas of immense danger and ferocity like the Isle of Pantera. 

The Empyrian Arenas are a series of short games based on the great geo- 
graphical diversity of the Empyrian lands. While any given arena can be 
played and finished in one night, defeating the evil ruler of each arena and 
solving the mystery of his treasure is another matter. The arenas incorporate 
brute strength, cunning, and sometimes diplomacy. 

Unlike “Lords of Empyria,” the Empyrian Arenas do allow player versus 
player, meaning there are other players trying to help you, or stop you, de- 
pending on their individual interests. In turn, each Arena is controlled by an 
evil lord, always tough and extremely clever. Every time he is defeated he will 
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change his defenses in his "Tower of Power," always keeping newcomers to 
his tower off guard and guessing. 

There are seven arenas from the outset that are at the beginner's level, each 
set in a different geographical setting. Each possesses a precious item or be- 
stows a certain skill that will be needed to master more difficult arenas. Your 
arena character has cumulative skills and also attains higher rankings, better 
items, and more valuable skills. 

The Empyrian Arenas are a choice in game play and require the same files 
and graphical front end as that required to play "Lords of Empyria." In this 
case, you will start in the exciting town of Barianburg, a town with its own 
pubs, shops, player houses, and interesting characters. 

Lords of Empyria is a very large, open-ended game. The game does have 
a general theme nonetheless, to eradicate the evil that presently has a grasp 
on the Lands of Empyria. Along your journey, you will become a Lord when 
you defeat the evil rulers polarizing the power structure of the material 
world. The second "chapter" takes place in the ethereal of the Khazarian, a 
fantastic land impossible to conquer without the benefit of other powerful 
party members that have also obtained a "Lord" status. The game at this 
point is impossible to predict because the action of the players will deter- 
mine the direction the game takes. 

You will be able to choose from seven classes: wizard, cleric, ranger, thief, 
assassin, fighter, and barbarian. Every class also has the opportunity of using 
at least a few spells. Plus, as you gain experience, you will also increase your 
current abilities and be able to gain new ones. Some classes even allow you to 
choose a field of expertise as you go up levels. What all this means is that there 
is always something new and interesting for your character to learn or do. 
And, no two characters will ever be exactly the same, even if they're both the 
same level. 


Hints, Tips & Tricks: The party mode helps when you're on group hunts. By 
joining together, everyone gets a percentage of the experience points, not just 
the player who killed the monster. By being a part of a party, you can jointly 
hunt in more difficult places than you could alone. And to make it easier to 
follow the group leader, when you're in party mode, you'll see a compass 
telling you which direction the leader is going. 

Also, as always, it helps to become a member of a guild. A guild is basically 
a group of players who have decided to face the adventures of Lords together 
rather than alone. You don't have to be a part of a guild to hunt together, and 
once you're in a guild that doesn't mean you always have to adventure with 
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members of your guild. But when you're part of a guild, you can rely on the 
other members to help you get special equipment, kill certain monsters, or help 
your character advance. The game only requires ten members at the tenth level 
to form a guild, and the programmers will create a custom Guild Hall for you. 


Related Web Site: Visit the Interactive Realms site at http:/ /www.irealms.com. 


ENGAGE: Darkness Falls 


tu 


Because Darkness Falls, Rolemaster Magestorm, and Rolemaster: The Bladelands 
are complimentary to one another, developed by the same company, and also exclu- 
sive to ENGAGE, it is more appropriate to cover them together, in a slightly differ- 
ent format than the other entries in this chapter. 


Publisher/Developer: Interworld Productions. 
Number of Players: Hundreds. 


Recommended Hardware: 486 with 8MB of RAM, Windows 95, 10MB of hard 
disk space. 


Required Software: You must be a member of ENGAGE and download and 
install the Darkness Falls or Rolemaster graphical front end. Both the sign-up 
kit and game front end are on your Companion CD-ROM, or you can visit 
www.engagegames.com to obtain them separately. 


Where to Play: These games are only available on ENGAGE. 


Synopsis: Darkness Falls takes place in the city of Tamia, once a proud capitol 
city. Now it has been reduced to the status of petty outlying backwater, but 
with an impressive history. Recently an invasion by the evil god Arnak has 
brought forth a horde of undead and evil monsters upon the city—and you are 
the monster! 
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Figure 7-4: The typical text interface where all the action takes place in Darkness Falls. 


Players interact with Darkness Falls via a Windows 95 graphical user inter- 
face (GUI) front end, which provides instant information about the character, 
such as health, magical power, and so on. Players may choose to play such 
races as Zombies, Demons, Skeletons, Werewolves, and Vampires. 

Playing Darkness Falls is a bit like reading a fantasy novel and writing it at 
the same time. You'll be able to direct your character by typing commands into 
the graphical front end. The game’s responses as well as actions of other 
online players and non-player monsters will be printed on the screen for you 
to read. You may talk, fight, maraud, and generally do as you please in Dark- 
ness Falls. Over time you will find many strange and powerful magical items, 
go on quests for new knowledge and items, cast mighty spells, and vanquish 
your goody-goody enemies. Your goal is simple—rule Tamia! 


ENGAGE—Rolemaster: The Bladelands 


Also developed by Interworld Productions, Rolemaster: Bladelands takes 
place on the continent of Folenn, which is being ravaged by the Bladestorms, 
whirling clouds of death that continually wreak havoc on unsuspecting towns. 
Your player must compete with these extreme environmental conditions, as 
well as other characters to become powerful enough to solve the secret of the 
Bladestorms and rule Folenn. 
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Players interact with Rolemaster: Bladelands via a Windows 95 GUI front 
end, which provides instant information about the character, such as health, 
magical power, and so on. Players may choose to play one of many races, 
including several different types of humans, elves, and dwarves. 

The major objective of Rolemaster: Bladelands is to make your character 
more powerful than any other. Of course, hundreds of other players have 
exactly the same idea, so the competition for power is fierce. You'll start off 
weak and without much money, but over time, and with the successful van- 
quishing of monsters, your character will become rich and powerful. The 
game mechanic is just like that of Darkness Falls, a text-based engine where 
you type in commands. 


Figure 7-5: A bunch of adventurers enjoy a battle. 


ENGAGE—Rolemaster: Magestorm 


The game of Rolemaster: Magestorm demands swiftness and agility in battling 
magical warfare. A spell caster is part of one of three teams—Order, Balance, 
or Chaos—who are ENGAGEd in a deadly, on-going battle to conquer and 
connect pools of Earthblood to their pools. Destroying the other teams' shrines 
is also vital to victory. The more your character plays and acquires points, the 
more powerful spells you have to defeat the enemy and protect yourself. 

Rolemaster: Magestorm takes place on the continent of Folenn in the world 
of Kulthea, part of the Bladelands fantasy world. Life in Folenn is a struggle 
between three powers—Order, Balance, and Chaos. Upon beginning the game, 
you arrive at the Mage's Study—the main interface of the game. Here you 
select all the options you need to play. Clicking the book on the third shelf lets 
you enter the Tavern. 

The Tavern serves as the match setup and chat interface. From the Tavern 
you may select to join a match or start a new one. All matches are played in 
the arena. The arena has several configurations to choose from. No matter 
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what configuration is played, the arena always has Earthblood pools and 
shrines. Earthblood is the magical essence providing a source of immense 
magical power. Shrines embody the power of each team. 

A match is a three-sided battle usually ending when one team conquers the 
other two. However, as long as a team's shrine exists, all killed mages will 
resurrect there. So, to truly kill an enemy mage, you must first conquer their 
shrine. Standing in your opponent's shrine automatically casts destructive 
spells. As you gradually gain experience through combat and victories, you 
rise in levels gaining more powerful spells and better abilities. 

Each spell list contains from seven to ten spells. Each spell in a spell list is 
ranked by order of level. For example, the Fire Arrow spell is available to any 
first level magician who chooses the list. To learn higher level spells in any of 
his lists, your character must research each particular list. 

Your character starts the game with the ability to research one list of spell 
types, and will receive one research each time he or she goes up in level. Each 
time you research a list, you will receive two new spell levels in that list. 
Please note that you may cast spell up to your level—so even if you have 
researched a spell above your level, you must wait until you attain that level 
to cast it. Watch your power levels! When you cast a spell, launch a higher 
leveled spell, or run continuously, your power levels go down and you lose 
fatigue points. The points regenerate over time, but be careful. Walking about 
the arena with no power or fatigue points makes you an easy target. If you are 
too fatigued, you cannot cast spells. The higher level the spell, the more fa- 
tigue points you need to cast it. 


Hints, Tips & Tricks: None available. 


Related Web Sites: None. 


Kingdom of Drakkar 


Publisher/Developer: Tantulus and Drakkar Corp. 
Number of Players: Thousands. 


Recommended Hardware: None specified. 
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Required Software: You must be a member of MPG-NET and install the King- 
dom of Drakkar software. Both are available on the Companion CD-ROM, 
which accompanies this book or direct from MPG-NET at http:/ / 
www.mpgn.com. 


Where to Play: Kingdom of Drakkar is exclusive to MPG-NET. 


Figure 7-6: Fighting the Red Dragon in the dungeon beneath the town of Nork. 


Synopsis: Somewhere beyond the seas lies the Kingdom of Drakkar. Explore, 
trade, battle, and adventure alongside players from all over the world. Become 
a paladin, martial artist, thief, or one of many other character classes. Each has 
its own abilities and advantages. As the lands unfold, you must develop your 
skills and abilities, gain wealth and power, and acquire magical knowledge that 
will enable you to withstand the challenges ahead. Solve this fantasy land’s 
many puzzles, as you explore the dangerous and exciting Kingdom of Drakkar. 
The Kingdom of Drakkar teems with dangerous creatures who defend their 
treasures with tooth and fang, nail and claw. Some wield weapons while 
others unleash the power of their minds with a devastating effect. In your 
journeys, you will meet other adventurers who can aid you in your quest. As 
your character gains more power, new opportunities will present themselves. 
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Distant cities lie in forbidding lands; ancient creatures lurk in hidden lairs; and 
regions exist that no one has yet discovered. 

The town of Nork, Volcano City, the Province of Maeling, and the City-State 
of Frore are all that remain in the Kingdom of Drakkar. The once great land 
fractured into different islands after the last Empress released Evil into the 
kingdom. The only remnants of their shared history are the presence of portals 
that connect these distant places that have grown from distant outpost towns 
into independent communities. Some adventurers came to the land to make 
their fortunes, and stayed in the more remote areas to build their own 
fiefdoms. These men and women live isolated lives, and protect their homes 
from creatures with whatever means they can. MPG-NET has been working 
on expanding the Kingdom of Drakkar. Look for the new levels coming soon 
in the town of Nork. Don't stay away too long, or the world may not be as you 
left it. Your overall objective is to gain character experience and training, 
therefore becoming eligible for better adventures. 


Hints, Tips & Tricks: When you enter areas that others have been through 
recently, you must remember that not all creatures regenerate equally. Some 
come back with slightly better attributes than others so, when you are being 
attacked by multiple monsters, pay attention to which ones are being the most 
effective at hitting you and concentrate your attacks there first. Halberds are 
effective at blocking a lot of physical attacks from monsters, but are com- 
pletely ineffective at stopping ranged attacks. 

A lot of the monsters in Drakkar don't bother to open doors if you close them 
in their face. As such, you can use doors to escape particularly nasty encounters, 
or even to split groups of monsters to deal with them more effectively. 

Remember that monsters are also capable of occasionally inflicting critical 
hits that do double the normal damage. Monitor your hit point level closely 
during battle and don't hang around when you reach the point at which a 
lucky hit could end your life. 

Early in the game, spend almost all of the money you earn on training and 
obtaining new skills. These will help you advance levels much faster than you 
would otherwise because you will have a better chance of performing actions 
when the opportunity arises, and you gain more skill by doing so. For ex- 
ample, when you successfully hide from some roaming monsters, you gain 
some skill in hiding; when you hit a monster in a fight, you gain skill, and 
there are more bonuses whenever you kill a creature. So the effect of spending 
your spare change on rudimentary skills early in the game is that it speeds 
your mastery of them exponentially. 
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Whenever possible, adventure with others instead of going it alone. Party 
members share equally in the skills and experience gained and it is much 
easier to overcome many of the obstacles in the game as a group. Additionally, 
if you die when you are with others, someone can take you to a healer quickly 
so your constitution doesn’t evaporate. No one likes to adventure with a 
moldering corpse. 


Related Web Sites: Kingdom of Drakkar is a very social game with lots of 
player interaction, both on the service and off. There have even been character 
weddings staged at a chapel located in the game, and players from all over the 
world lined up to pay respects. For a complete overview of the activities of the 
Drakkar community and a listing of player sites, visit MPG-NET. 


Meridian 59 
Publisher/Developer: 3DO. 
Number of Players: Hundreds simultaneously. 


Recommended Hardware: IBM PC compatible, Windows 95 (required), 486/66 
MHz or higher, 8MB of RAM minimum, 35MB minimum free hard drive 
space, modem or direct Internet connection (14.4 kbps or faster), SVGA moni- 
tor, keyboard, mouse, 2x CD-ROM (for installation from CD), a 32-bit Winsock 
Client App (included with Windows 95). 


Required Software: To play Meridian 59, you must buy the software, then pay 
$10 a month for unlimited usage. Meridian 59 comes in two flavors—Light 
and the Full Deal. Meridian 59 Light is for the free trial only. It’s just 5MB and 
is a good bet if you haven't played Meridian before and you want to check it 
out. You can only access a limited part of the world and your character isn't 
saved but it's totally free. You don't even have to register. Just download the 
software, install, and play. 

The Full Deal gets you the entire Meridian 59 world. You can access the 
same free trial as with the Light version. No registration is needed. However, 
using this version of the software, you can also access the rest of the huge 
Meridian 59 world (after you create an account). The downside is, the file is 
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30MB so, unless you have a T3 at home, it will take you a while to download. 
If you are willing to wait, it's the best way to go because you can immediately 
start playing the full game if you want. If you want to register, go to the regis- 
tration page and create an account. The cost is $14.95 for activation and $9.95 
per month for unlimited play. 

Finally, if you don't want to wait for the download, you can order Meridian 
59 on CD for only $9.95 plus postage and handling. It includes a $5.00 credit 
toward game play. You can order the deluxe version (CD, manual, map, quick 
reference card, free activation, and one month free play) for $29.95. 


Where to Play: Visit http:/ /meridian.3do.com/ meridian to play Meridian 59. 


Fac ESESEEFS fes 


Figure 7-7: Meridian isn't as graphically polished as other titles, but the first-person 
3D perspective is addictive and immersive. 


Synopsis: When Meridian first appeared late last year, it was groundbreaking 
and revolutionary. As new RPG's like Ultima Online come out, however, 3DO 
will need to keep expanding and refining the Meridian 59 world to keep it 
fresh. Players will notice that the engine isn't as smooth as DOOM or Quake 
Internet games, but the world does have other features that hold its appeal. 
When you first begin the game, you must create your onscreen avatar (the 
character you will play in the game and the way you will appear to all other 
players). As with the old ImagiNation Network, players can specify their skin 
and hair color, the shape of their hair, eyes, nose, and mouth, and eye color of 
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course. The clothes, weaponry, and jewelry you carry are also visible to other 
players, and the avatar updates over time as you change these items. When 
you meet new people, this is also a quick visual reference as to how well they 
are doing in the game. The clothes really do make the man, or woman! 

One of the really cool things about the avatars in Meridian 59 is that they 
can display different facial expressions and make gestures at other players as 
well (yes, I know what you're thinking). Other than this original feature, most 
of the remainder of the engine is true to the standard RPG mechanics. Each 
character has statistics and skills that improve as one gains experience in the 
game. Hit points and Vitality determine how resilient the character is in the 
face of adversity, and mana points are used to measure spell casting ability. 
Spells are learned by worshipping and practicing your art at one or more of 
the five temples located throughout the game world. 

Meridian 59 puts new players in a guided tutorial outside the main area of 
the game. This is a safe area where players can go on a small quest and prac- 
tice their movement and fighting skills. Once they are ready to move on, the 
program provides some protection for new players in the main area as well. 
Other players cannot kill you until you reach 30 hit points. Of course, you are 
still monster bait when you are weaker than this, but that's another story. 
There are some areas in the game, like Guild Halls, where this protection goes 
away. When this happens, you will be told and it behooves you to backtrack 
out of there immediately. The system isn't perfect, but it is a nice way to allow 
newbies to get their feet wet and even make some friendships with other more 
powerful players before they become general dog meat for the masses. Other 
designs could benefit from a similar concept. 

Meridian 59 does have one of the slickest control interfaces online. Every 
possible function, from manipulating an object to readying a weapon or cast- 
ing a spell is only a mouse click away. Mouse-challenged players can also use 
a fairly comprehensive system of hotkeys but they will be at a speed disadvan- 
tage by doing so. Right-clicking on any object in the world brings up whatever 
information is available for it as well. 

Meridian 59 features outstanding sound effects and background music as 
well. The latter varies enough not to become monotonous, and the sound 
effects are proximity based, which adds immensely to one's sense of immer- 
sion during the game. In other words, if you here a struggle going on, com- 
plete with grunts and screams from the combatants, and you run toward it the 
sound increases until you are right in the thick of it. 

Finally, one of the complaints about Meridian 59 is that the play environ- 
ment is simply too small for the number of players that are present at any 
given time. 3DO is busily working to add new areas, the most recent of which 
was an update called Vale of Sorrow. This update is automatically in the base 
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software package for new players, and older players can download the patch 
online. Warriors Island is the next installment to the game, and it should be 
online soon after this book is published. 


Hints, Tips & Tricks: When you first begin, kill every giant rat and baby spider 
you can find to build your character up. They don’t provide a lot of experience 
but they also won't kill you easily either. Slash attacks are your best friend, so 
develop that skill first, or purchase it from a non-player character called Rook. 

If you will primarily be a fighter, distribute as many of the skill points you 
earn through experience to the aim skill, which increases your chances to hit 
during combat, and the dodge skill, which makes you harder to hit. Spell casters 
shouldn’t ignore these attributes either, but they should weight their skill points 
more heavily toward developing the mysticism and intellect attributes. 

Finally, and most importantly, you will note that each character’s name 
appears above the avatar in one of three colors: white, yellow, or red. Your 
name does too, only you can’t see it. When a name appears in white, it means 
that player has never attacked another player, either intentionally or uninten- 
tionally. Yellow means that he has attacked another player, but has only 
wounded or maimed other players. Red means that the player you are looking 
at has killed other players and put them out of the game. What you don’t 
know, however, is whether they did so in self-defense or for the sheer fun of it. 
So don’t make assumptions about other players based on the color of their 
name. Like in the real world, it pays not to judge a book by its cover. 


Related Web Sites: Go to http:/ /www.3DO.com to find out the latest develop- 
ment information, patches, and other Meridian 59 information. 


The Realm 


Publisher/Developer: Sierra Online, Inc. 
Number of Players: Hundreds. 


Recommended Hardware: 486/100 (Pentium recommended), 8MB RAM for 
Win 3.1, 12MB for Win95, 20MB free hard drive space, Windows 3.1 or Win- 
dows 95, 9600 bps or faster modem, SVGA video card that supports 
640x480x256 colors or better, mouse, Internet connection. Windows compatible 
sound cards are also supported, but are not required to play the game. 
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Required Software: You must purchase the full CD-ROM version of the game 
from Sierra or at a local computer game retail outlet. To try out the Realm at no 
cost to determine whether or not you want the full version, go to http:/ / 
www.realmserver.com / demo.html, download the free demo version, and 
follow the installation instructions on that page. This demo only provides three 
free hours of play and you cannot reload it again from the same e-mail address. 


Where to Play: The Realm will appear on AOL's Game Channel, which is a 
premium pay service, but Sierra plans to keep their free Internet realm going 
just so they have a place to test out new stuff. The CD will cost $49.95 and a 
full year of Realm service comes free with the game. 


Figure 7-8: The Realm's interface is efficiently organized, with character, spell, and 
map information in plain view at all times. 


Synopsis: The Realm is a graphic adventure/role playing game in the grand 
Sierra tradition, complete with over 5000 hand-painted backgrounds in the 
cartoon flavor of the Kings Quest series of stand-alone computer games. As an 
online game, The Realm also features fully customizable characters, character 
chat, a robust guild structure, and an icon-based toolbar interface. As one might 
expect, the object of the game is to develop one's character fully by exploring the 
environment, interacting with other players, fighting monsters, gathering and 
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manipulating objects, and solving puzzles. The game's combat system is turn- 
based, and players move to a separate screen when combat occurs. 

One of the cool things about the character creation routines in The Realm is 
that you are allowed to create a biography for your character. The biography 
serves as an introduction when other players meet you, much like the Member 
Profile screen on AOL, and makes The Realm more interesting. Although the 
biography can be altered later, you want to make a good first impression and 
show some creativity. You should put some thought into it. 

Once you have created your identity, you are ready to venture into the 
world. The game begins by placing you in your home. Your home has several 
purposes. First, it is a safe place for you to chat on the gossip channels or with 
a friend. Second, it is the only good place to store your valuables and extra 
supplies. Third, it is where you are returned when you are mortally injured. 
Never tell anyone your password and never leave your front door open, or 
you may come home to a party in your living room. 

The Realm is known for its online community. Complete with marriages 
and families, The Realm is a place where you can socialize with online friends. 
When you're in the game, on the lower left portion of your screen, there is a 
gossip channel constantly scrolling. When you are new, you default to the 
newbie channel. After you reach level three, you default to the general chan- 
nel. You can change channels at any time, by typing: /join (number). So if you 
wanted to join the general channel you would type /join 1, and you're there. 

Magic is a very important aspect of The Realm. There are so many facets to 
Realm magic it would impossible to fully explain them here. Here is a brief 
overview of the different classes of magic. 

Magic is divided into three major varieties—light, earth, and dark. There is 
also common magic, which is simply magic which can be learned by anyone. 
Wizards and adventurers start the game with some spells based on alignment. 
Good characters receive light magic, neutral characters get earth magic, and 
evil characters get dark magic. Warriors and thieves can also purchase magic, 
but it costs more build points for them since they are better at weapon combat. 

When you cast spells, you use something called mana. Mana is your spiri- 
tual power, and each spell requires and uses a certain amount of mana. 
Whether or not your spell succeeds, you still expend mana by casting. Mana 
does recover itself after time, so once you use mana it is not gone forever. 

Sierra is continually refining both the game engine and the play environ- 
ment. À recent patch added 50 new spells, updated the build point system, 
restructured the economic model, and did much more in response to player 
feedback. The important thing to take away from this is that the Realm is truly 
influenced by its inhabitants, and the online Game Masters (GMs) are some of 
the friendliest you will find. 
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Hints, Tips & Tricks: Although you could spend all of your time exploring 
forests and dungeons or chatting with other characters, mastering the combat 
system is vital to your survival. The trick to combat, from the onset, is to know 
your limitations. If you're a level one wizard, don't go picking fights with 
level 11 swamp imps. They'll trounce on you and leave you for dead. When 
you see the creature you're going to fight, let's say it's a baby rat, you click on 
it with your action tool (the hand) and select "Start Combat." This takes you 
and the rat to a different screen, the combat screen. You and your prey are all 
alone on this screen and, anyone who was around you before combat was 
initiated sees a combat cloud—a gray dust cloud with arms and feet and 
weapons flying around. 

So, you're in combat. You have a few options. You can exit, move, use 
magic, or use weapons. Exiting means you leave the combat grounds, and no 
harm was done. You and the rat go your separate ways. Moving allows you to 
move to a place two squares over on the field, unless you're a wizard. If you 
are a wizard, you can only move one square and then it is the rat's turn, so it is 
often not practical to move. Using magic means you cast one of you spells on 
the rat to inflict damage. You do this by clicking on the "spell" tool (the star on 
your tool bar), selecting the spell you wish to cast, and the clicking on your 
target (the rat). Weapons can only be used in close proximity. If the rat is in a 
square adjacent to you, attacking it with whatever weapon you're wielding 
can be a good idea. Whenever possible, use ranged attacks against enemies 
that can only strike back when next to you. And upgrade your armor as soon 
as you have enough money to do so. The order of protection for armor is as 
follows (remember, wizards can't wear chainmail): 


Armor Level of Protection 


Platemail The best. 
Chainmail Better than troll leather. 


Troll-Leather Better than leather. 
Leather Better than clothing. 
Clothing Better than nothing. 


Related Web Sites: There are literally hundreds of player Web sites associated 
with the Realm, far to many to list here. Visit the game at http:/ / 
www.realmserver.com/ as a jumping off point to guilds and other sites. 


132 © The Online Gaming Starter Kit 


Ultima Online 


Publisher/Developer: Origin Systems, Inc. 
Number of Players: Thousands simultaneously. 


Recommended Hardware: Pentium 133, 32MB RAM, 150MB hard drive space, 
2MB PCI video, 16-bit sound card with amplified speakers. 

Note: You must have a 32-bit connection to the Internet in order to play 
Ultima Online. Some online services do not offer this type of connection. If 
you are not sure what your connection is, ask your Internet provider. 


Required Software: You must purchase the Ultima Online CD-ROM from 
Origin Systems/Electronic Arts. During the current beta test program, the cost 
to testers was two dollars. Retail cost for the final version and online access 
charges have not been announced. 


Where to Play: Go to http:/ / www.ultimaonline.com. The Web site features a 
complete background of the online world, including information on subjects 
such as world history and geography, magic, creatures, plants, weapons, 
equipment, and skills. There are more than 60 animations of the animals and 
monsters you will encounter in the game, with detailed descriptions of each. 
The site also includes numerous lists of Frequently Asked Questions (FAQs), 
links to more than 500 other Ultima related Web sites and guilds, bulletin 
boards, and a constantly updated newspaper containing strategy articles and 
fiction stories contributed by other players. 
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Figure 7-9: Ultima Online is the richest of all the online gaming role-playing 
worlds, with a fully functioning virtual ecology. 


Synopsis: Ultima Online is the culmination of almost twenty years of develop- 
ment. That may sound preposterous on the surface, but it's true. Richard 
Garriot, a.k.a. Lord British in the Ultima series, founded Origin Systems in 
1979 with his brother Robert, his father, astronaut Owen Garriot, and Charles 
Bueche, a personal friend. The vision that built Origin Systems was the same 
vision that is the foundation of Ultima Online, a fantasy realm known as the 
land of Britannia. Although the company developed many other products as 
well, including the venerable Wing Commander series of games, the Ultima 
series has always remained the cornerstone of their development effort. 
Gamers have enjoyed nine Ultima titles prior to this one, the eight numbered 
games and Ultima Underworld (which was the first title to employ a first 
person 3D action perspective, well before DOOM became popular). Although 
all of these titles were developed as stand-alone computer games, Garriot was 
describing the world of Ultima Online as the ultimate goal of the series as long 
as five years ago. Now the dream is realized, and it's simply the most stunning 
offering in this genre. 
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The Britannia of Ultima Online is vast, encompassing a volume of about 
three football fields of game screens. If a player started at the western coast of 
the land and walked straight to the eastern coast without pausing to interact 
with anything, it would take eight to ten hours of real time depending on how 
far north or south the player was when he or she started the journey. Other 
elements of the game constantly evolve—a functioning virtual ecology drives 
monsters to roam in search of food if it's scarce, and world events are inter- 
related through a closed economic system and limited resources. Grass grows, 
rabbits eat the grass, and wolves eat the rabbits and so forth. An incredibly 
complex series of AI routines governs these natural functions in the world, but 
as one might expect, player interaction within the balanced ecosystem is the 
great variable. 

Suppose, for example, the players around a given town over harvest deer in 
the area, and deer also happen to be the food of choice for a dragon that lives 
nearby. That dragon might then turn on the townspeople. Sure, these are the 
events that the best fantasy games are made of, but the important thing to 
understand here is that they occur in Britannia naturally, as a result of player 
activity, and not as a preordained eventuality. Ultima Online really is a persis- 
tent virtual world complete with day and night, light and shadow effects, 3D 
terrain, and 16-bit color SVGA graphics, where events continue to transpire 
even while players are away, such that there is always something new when 
one returns. 

Players choose from a multitude of professions including seemingly mun- 
dane occupations like farmer, blacksmith, or merchant, or more adventurous 
callings like thief, warrior, mage, and so forth. But these should only be con- 
sidered starting points for a life in Britannia, and not ends unto themselves. 
To survive, players must eat, clothe themselves, and find shelter, all of the 
natural things of life. The manner that one chooses to do so is completely self- 
determined. They can raise their own sheep for example, guard the flock 
against predators, shear the wool, spin cloth, and dye it to make garments of 
their own design, then use these themselves or barter with other players to 
obtain items they need. It's just like the real world in that players are free to 
make their own way and determine their destiny. But since this is also a world 
of magic, monsters, and a vast struggle between the forces of good (lead by 
Lord British) and the forces of evil (lead by Blackthorne), things are never 
boring. 

Ultima Online also features a unique chat engine that does away with the 
cluttered separate window in favor of conversation bubbles that appear next 
to the player's onscreen character. The game engine is a modified and greatly 
improved version of the Ultima 8 engine. Players can walk, fight, cast spells, 
talk, manipulate surrounding objects, band together with others or go their 
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own way as they see fit. For those who are unfamiliar with the original series, 
the goal of the player in those titles was to embody the virtues of the Avatar, a 
person prophesied to save the land from evil. As a result, most (but not all) 
Ultima players are extremely friendly and will help new players become 
assimilated into the game instead of preying upon them for quick kills, as 
happens frequently in other games. 


Hints, Tips & Tricks: The most important thing to understand is that, with the 
exception of magic and similar fantastic elements, Ultima Online employs a 
real physical model. Items and objects have weight. As such, don't expect to 
carry 14 swords, six suits of magical armor, and 300,000 pieces of gold around 
with you on a quick trip to the local tavern, as is often the case in other RPG's. 
As such, you should consider how you equip yourself based on both your 
profession and what objectives you have set for yourself in the game. If you 
choose to be a blacksmith, for example, you might use a hammer both to 
accomplish your work and also to fight with. A farmer might use a pitchfork 
in similar fashion. 

The magical system in Ultima works requires that players both learn spells 
and transfer them to their spell books, and also have the proper reagents to 
cast the spells. Reagents can be grown, found in the wild, bought, or bartered 
for, so this category of the economic system alone is constantly thriving. If you 
intend to use magic, buy a blank spell book early in the game. That way, as 
you purchase scrolls, or find them in the dungeons of Britannia, you can 
transcribe the spells to your book even if you haven't attained a high enough 
level to cast them again yet. 

The skill system in Ultima Online offers almost as many choices as in the 
real world. Focus on the skills you need for survival and for your profession 
first, then broaden your skill set over time. Mastery of any one skill is good, 
but not at the expense of being totally ignorant of many others. Skills affect 
your ability to perform actions in the game, so you might not be able to climb 
that tree to get away from a monster if you've never applied any experience to 
developing that skill. Likewise, if you are trying to sell wares you have made, 
and you aren't skilled in the craft you are practicing, players will see that lack 
of quality and may turn down your offering or pay less for it as a minimum. 

Finally, consider joining a guild. Guilds are a great way to develop your 
skills, find others willing to help you gain experience, and learn about Brit- 
annia from more experienced players in your own character class. To find 
out about any of the hundreds of guilds that have already staked out their 
realm of influence in Britannia, visit the Ultima Online Guild search engine 
at http:/ /www.owo.com/ guild /index.html. 


136 + 


The Online Gaming Starter Kit 


Related Web Sites: There are hundreds of UOL sites already, and 50,000 active 
players before the game has even finished beta testing. The following sites will 
give you a good idea of how some groups of players have already aligned 
themselves to perform various functions within the game from bodyguards to 
mercenaries and assassins: 


E http://www.inlink.com/~scooterf/dom/main.html 

E http://www.cyberhighway.net/ -nimmeed /index/html 
E http://www.gl.umbc.edu/~cmccoy1/shadmain.html 

B http://www.westworld.com/~guardian/uol/index.html 


E http://www.mnsinc.com/griffink/inex.html 


Moving On 


As you can see, the world of online adventure and role-playing games is rich, 
if not diverse. You should note, however, that there are hundreds more role- 
playing games on the Internet that are not commercially based. These are 
commonly called MUDs, which stands for Multi-User Dimension. MUDs and 
their derivatives may not be as flashy as Ultima Online, but they can be every 
bit as good as the Interworld Productions offerings on ENGAGE, and they are 
generally free. To find out more about these types of “pure” Internet games, 
read Chapter 13, “MUDs, MUSHes & MOOs.” 

In the next chapter, we will take a look at the digital counterparts of most of 
the games we grew up with, from Battleship to Monopoly and from Hearts to 
Bridge. The classic games are all there in Chapter 8, “Casino, Card, Board & 
Puzzle Games.” 


:1 Puzzle, 
Casino, 
Card & 
Board 
Games 


M... of the games in this chapter are familiar classics that many of us 
grew up with and loved. The major advantage you have with these electronic 
games is the ability to play with people that you normally would not come 
into contact with—people all over the world. Of course, for partners games, 
it's a lot tougher to pass signals by scratching an ear or rubbing an arm, so it's 
also harder to cheat. But, at the same time, no one stares or gives dirty looks 
across the table, easing the pressure on some players. These changes will make 
some players better than they were, while others will have to learn new tricks. 

Some of these games have changed dramatically. BattleChess 4000, for 
example, has rekindled the fires of chess for a whole new generation. Its ani- 
mation makes the game much more interesting for the average youngster. 
Battleship, Monopoly, and Risk are other games that have changed dramati- 
cally with multimedia PC versions. Featuring sounds and animations to fire 
the players' imaginations, these versions of the games are just more interesting 
to the modern, jaded video game generation. 

These are not all of the Internet-capable games of this type. New games are 
appearing every month—the MPOG phenomenon is moving that fast. This 
chapter will cover the best and the most highly trafficked of these types of 
games that are currently available. 


138 © The Online Gaming Starter Kit 


Backgammon 


Publisher/Developer: There are numerous versions of this game for Internet 
play. Probably the most frequently used is the World Play Entertainment 
version. 


Number of Players: Two. 


Recommended Hardware: Games are available for both Windows and Mac OS. 
Generally a 486 or 68040 with a 14.4 kbps modem. 


Required Software: Generally, the software for the game and for the service 
being played on are all that is required. 


Where to Play: You can play backgammon at lots of locations on the Internet. 
The following sites are the most popular: 


W World Play Network 

http:/ /www.cyberarts.com http: / /www.cyberarts.com 

http:/ /www.usmirror.com/netgammon/index usa.html 

http:/ /www.statslab.cam.ac.uk/ -sretl /backgammon/main.html 


http://www.outland.com/OutlandBackgammon.html 


http:/ /members.aol.com/WinGammon/backgammon/ 
backgammon.html 


E http://www.gamercafe.com/bbgt/ http:/ /www.gamercafe.com/bbgt/ 


Synopsis: Backgammon (or Trictrac in some countries) is a game of strategy 
and luck. It is a classic game and is probably thousands of years older than 
chess. Backgammon is played on a special board with dice and pieces like 
checkers called stones. Moves are governed by the roll of the dice, with each 
player moving in turn. 

The object of the game is to be the first player to move all of his or her 
stones around the board and exit them. One stone can be moved as many 
spaces as shown on the upper face of each rolled die. When the player rolls 
doubles (both die have the same number showing), he or she receives a bonus 
and can move two stones for each die face. 


Chapter 8: Puzzle, Casino, Card & Board Games € 139 


Rae a aes 


Figure 8-1: The object in Backgammon is to build a bridge (two stones on the same space) in the 
opponent's territory, from which you can move other pieces off the board. 


Hints, Tips & Tricks: The strategy of the game comes into play during move- 
ment. A player can not occupy any space on the board that is occupied by two 
or more of the opponent's stones. Any player's stone that is in a space alone 
can be sent back to the start when the opposing player moves one or more of 
his or her stones into that space. Most services and sites have tips and strate- 
gies for this classic game. A copy of Hoyle's Rules will also provide basic 
strategy for new players. 


Related Websites: The following sites will let you tap into the thriving commu- 
nity of Backgammon players, both on and off the Internet: 


E http:/ /www.statslab.cam.ac.uk/ -sret1 /backgammon/biba/ (British 
Isles Backgammon Association) 


E http://alpha.science.unitn.it/ -gobbo/ 


m http:/ /www.yahoo.com/ Recreation /Games/Board. Games/Backgam- 
mon/Clubs/ 
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Publisher/Developer: Interplay. 
Number of Players: One to two. 


Recommended Hardware: IBM 386SX or better (DX recommended), DOS 3.3 
or higher, 512K free in low memory, 1024 free EMS RAM, SVGA graphics 
card (640 x 480 256 colors), 3MB hard disk space required, MPC compliant 
CD-ROM drive with speakers or headphones. Sound boards supported: 
Sound Blaster and 100% compatibles, Pro Audio Spectrum. 


Required Software: You must have the BattleChess 4000 commercial CD, or 
download and install the ENGAGE front end from the Companion CD-ROM. 


Where to Play: You can only play BattleChess 4000 on ENGAGE. 


Figure 8-2. BattleChess 4000 features several choices of animated chess pieces that fight it out in 
real-time based on your moves. 


Chapter 8: Puzzle, Casino, Card & Board Games € 141 


Synopsis: BattleChess 4000 is a space-age chess game that has exciting and 
humorous animation sequences on an extraordinary graphical playing field. 
The online version allows competition between players of all levels of exper- 
tise. This update to the classic BattleChess engine wages its relentless, yet 
whimsical war in the future. The battlefield is now translucent, and the 
claymation pieces are hilariously brought to life through vivid animation. For 
all of the humor and lightheartedness, this BattleChess is the strongest and 
most versatile on the market. 


Hints, Tips & Tricks: Chess is so strategically complex that any attempt at 
providing hints here would demean the game. If you are new to chess, there 
are dozens of excellent books and tutorials on the game. 


Related Web Sites: If your interest is chess in general, instead of this program 
specifically, we recommend that you conduct a search for the term on any of 
the major search engines to find thousands of related sites. If you want to find 
out more about BattleChess 4000 and the community that plays it, visit: 


E http:/ / webusers.anet-stl.com/ -ldidriks/index.htm 
B http://www.gamesonline.com/games/bchess.html 
E http:/ /www.nterplay.com/games/bc4000.html 


Battleship 


Publisher/Developer: Hasbro Interactive. 
Number of Players: Two to four players. 


Recommended Hardware: Windows 95, 2x CD-ROM, 8MB RAM, P486 DX2/ 
66, MB SVGA card, Sound Blaster or 100?6 compatible sound card, 14.4 kbps 
modem or higher (only for modem and Internet play). 


Required Software: DirectX v3.0, Battleship game, and software for the 
Mplayer gaming site. 


Where to Play: You can only play Battleship on Mplayer. 
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WARNING: Before Playing, 
Notify Your Next of Kin. 


Figure 8-3: First there was Battleship, then Electronic Battleship, then Internet Battleship, 
proving that a good game design has longevity. 


Synopsis: Sink this CD-ROM into your drive for hours of fun-filled naval 
warfare! You're the commander of your own fleet of cruisers, destroyers, and 
other weapons of war in the Internet rendition of the classic game of destruc- 
tion, Battleship CD-ROM! With a perfect combination of strategic game play, 
three-dimensional graphics, and booming sound effects, you'll not only see 
each attack, you'll feel it as well! With Battleship CD-ROM, there are two ways 
to play: traditional one-on-one naval battles against the computer or a human 
opponent, and more strategic missions like capturing an island. 


Hints, Tips & Tricks: One of the most important principles to master in Battleship 
is the operation of fleets in conjunction with one another, rather than as indi- 
vidual units. By maneuvering fleets in battle formations, the player can increase 
the offensive, defensive, and radar capabilities of his or her force. In battle, keep 
your fleets in tight formation for increased offensive and defensive capabilities. 

When plotting courses for your fleets, try to maintain their positions rela- 
tive to one another to maximize their radar and weapon coverage. Try to make 
the distance between way points short, so mines and fleets can avoid deviat- 
ing from their course due to physical obstructions. Consideration should be 
made to fleets operating air defense. A fleet that moves too fast will soon leave 
its air squadrons behind. Making short courses will minimize the likelihood of 
squadrons ditching due to lack of fuel. Also be sure to maximize radar cover- 
age at all times. 
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When closing in on the enemy, make sure your fleets are at red alert. This 
makes them weave in a random pattern, confusing the enemy and making 
your fleets more difficult to hit. When facing surface and submarine fleets, 
target the submarines first. Enemy air power will have to get past your Air 
Defense before attacking your fleets, while surface vessels are easier to relocate 
should you lose their position. Use each fleet's alert conditions and defensive 
measures to their fullest potential. 

Should you get into difficulty and need to reach safer waters, place your 
fleets on orange alert and set course away. If you have more than one fleet in 
trouble, a good but harsh tactic is to leave the most damaged fleet behind to 
shoot it out with the enemy. This will buy the other fleets some time to make 
running repairs. He who fights and runs away, lives to fight another day. 

Spreading out a group of fleets when maneuvering increases the radar 
coverage available to the commander and thus the offensive range. Maneuver 
your fleets so they maintain a distance slightly less than their maximum 
weapon range. This increases their effective radar coverage, while allowing 
them to support and protect one another. Information equals power. Always 
maximize your radar coverage when looking for targets. 

When operating fleets in a battle formation, each fleet should maintain a 
different form of defense. Escort fleets containing mostly destroyers and 
frigates should be employed for anti-missile and anti-submarine operations, 
while the carrier fleets should always carry out air defense. Always try to keep 
carrier fleets in the center of your formations, protecting them with other 
fleets. If you have multiple carrier fleets, use one to fly air defense and the 
other for anti-submarine duties. 

Always protect your islands. They are your only means of repairing heavy 
damage and rearming your ships. While little can be done to stop cruise mis- 
sile strikes, keeping the enemy away from your islands will minimize the risk. 
Should your carriers be sunk while their air squadrons are aloft, divert them to 
the nearest island. This will become their new base from which you can con- 
tinue to launch air strikes. Some islands have helicopter and air squadrons 
based on them. While these units can perform offensive duties, it is advisable 
to deploy them in defensive roles, protecting the airfields from which they are 
deployed. Likewise, on the offensive you should strive to take over neutral 
and enemy islands to increase your infrastructure. 

AWACS (Airborne Warning and Control System) units have the largest 
radar coverage of any unit type. When playing offensive missions, use your 
AWACS as an advanced scout to locate the enemy fleets. It is often advisable 
to send an air squadron with your AWACS to act as an escort. Always monitor 
the flight range of your AWACS when setting course, otherwise it may be 
forced to ditch due to lack of fuel. When protecting installations such as oil 
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rigs or islands, use your AWACS to patrol the area around the installation. 
Their great radar range will give you early warning of any enemy activity in 
the area. All too often the enemy succeeds because friendly fleets are unable to 
intercept them in time. 

A good tactic for locating enemy fleets is to zigzag the fleets on the perim- 
eter of your battle formation. Keep the central fleets on their standard course, 
and use the perimeter fleets to temporarily expand the group's detection 
range. Find the enemy before the enemy finds you. 

When operating submarine fleets, you should consider their role carefully. 
Although deadly combatants, submarines operating on their own will soon 
succumb to enemy fire. Unsupported, they will quickly become trapped by 
the enemy who will use their anti-submarine defenses to hunt them down and 
send them to the bottom. One submarine tactic is to use them as outriders for 
your battle formation, keeping them on one flank. When the main battle group 
encounters the enemy, let them close on your fleets, then outflank them with 
the submarines. While the enemy engages the main force, the submarines can 
close in for the kill. Missile submarine fleets armed with ballistic missiles are 
excellent for destroying land-based installations before your surface fleets 
reach them. Use your submarine launched cruise missiles to neutralize island- 
based missile batteries before your more vulnerable air squadrons arrive to 
finish the job. If you have more than one submarine fleet, then it is an excellent 
tactic to detach them from the rest of your fleets and use them together as a 
wolf pack. Keep them parallel to one another, at a distance slightly greater 
than their weapon range. Try to maintain their positions relative to one an- 
other, and match any course changes. When they encounter the enemy, try to 
catch the enemy fleet between the two submarine fleets and cycle between 
them, so the enemy is being hit from both sides. If a submarine fleet begins to 
take damage, pull them out fast. Enemy fleets equipped with torpedoes can 
easily destroy a submarine fleet. It is better to use submarines for hit-and-run 
actions, wearing the enemy down, rather than as fleet killers 

When you move to engage the enemy, try to set a course around them 
before you open fire. This will bring them closer to your fleet, allowing you to 
get a greater fix on the exact positions of each vessel. When you open fire, 
don't wait for each round to hit before firing the next. Fire a salvo of shells 
from one weapon, and then cycle through to the next ship and do the same. 
All weapons, once fired, have a reloading period. By cycling through to the 
next ship, you avoid this reload period and increase the overall effectiveness 
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of your fleet. If you do not have a fix on the positions of the ships in the enemy 
fleet, use a small weapon such as the rapid fire small guns to lay down a 
pattern of shells across the grid. These weapons have a greater amount of 
ammunition than other types, and although not particularly powerful, they 
are excellent for locating ships. When you have found the ships, use your 
heavy weapons to destroy them. Naval cannons are powerful but not particu- 
larly accurate, while torpedoes are quite slow to reload. Missiles are limited in 
number, so should be used sparingly, mostly against carriers and battleships, 
which can withstand far greater damage than smaller ships. Use the right 
weapon for the right job. 


Related Web Sites: The following sites can be visited for additional informa- 
tion on the game: 


E http:/ /info.gte.com/gtel/fun/battle/battle.html 

E http:/ /www.gamespot.com/puzzle/battles/ 

E http://www.gamezilla.com/reviews2/battleship.htm 
E http://www.pcme.com/STRAT/BATTLE/battle.htm 
B http://www.bu.edu/~aarondf/java/battleship.html 


CatchWord 


Publisher/Developer: Aries Games/The Discovery Channel. 
Number of Players: Up to six. 


Recommended Hardware: 486/33 MHz or higher, 8MB RAM or higher, 2MB 
hard-disk space, sound card with Windows drivers (optional). 


Required Software: CatchWord and the software of the service. 


Where to Play: AOL, CompuServe, Delphi Internet, EarthLink Network, 
GeoCities Arcade, Prodigy, TV Guide Network. 
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Figure 8-4: CatchWord, like Scrabble, can be very engrossing. 


Synopsis: Fast, fun, and highly addictive, CatchWord gives you one minute to 
create words from random letters. But be careful. Other players can steal your 
words. How? By creating another word out of yours by adding letters. Your 
strategy? Should you make a short word quickly and risk having it stolen 
later, or wait for a longer word that’s harder for other players to steal? Each 
letter carries a point value (like Scrabble), and the game awards points for the 
letters used in the words that players have created by the end of a round. The 
round ends after a set number of letters have been played. 


Hints, Tips & Tricks: Nothing available at this time. 


Related Web Sites: Additional information can be found at http:/ / 
www.ariesgames.com/games/card.html. 


Caesar’s Casino 


Publisher/Developer: Caesar’s World, Inc. 


Number of Players: Hundreds. 
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Recommended Hardware: 486, 8MB RAM, SVGA, mouse. 
Required Software: Caesar's Casino and ENGAGE software. 


Where to Play: You can only play Caesar's Casino on ENGAGE. 


&. A «X A me. 


Figure 8-5: So far, you can only lose your virtual shirt in this casino, but real-world gambling is 
coming to the Internet elsewhere. 


Synopsis: Relive the glory that was Rome—Caesar’s style. Wager virtual 
money on your choice of Blackjack, Roulette, or Craps. Share the luxury and 
opulence of Caesar's Palace, the classic casino of Las Vegas, and fellow players 
from far and near—all from the comfort of your own home. Share in excite- 
ment of others' good fortune, and occasionally relish the snake eyes as your 
rival's luck runs out. Whether you risk it all with the high-rollers, or prefer the 
friendly chat around a $5 table, there's always a spot waiting for you. When it 
comes down to a roll of the dice, the draw of a card, or the spin on the wheel, 
you need to trust the feeling in your gut as you ask yourself, "Do I feel lucky?" 
Well, do ya? 


Hints, Tips & Tricks: Perfect your gambling strategies here, where it doesn't 
cost you anything real. 


Related Web Sites: A general search on gambling will bring up thousands of 
offerings, but here are two for virtual players: 


E http:/ /www.casinocity.com/ http:/ /www.casinocity.com/ 


E http:/ /www.thecasino.com/ http:/ /www.thecasino.com/ 
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Checkers or Draughts 
Publisher/Developer: The Gamer Café and various other companies. 
Number of Players: Two. 
Recommended Hardware: Varies by program and platform. 
Required Software: Basic game and connection to service. 


Where to Play: The Gamer Café and many others. 


Figure 8-6. It may not look too interesting, but it gets the job done. 
After all, we're talking Checkers here. 


Synopsis: This is the classic board game. 


Hints, Tips & Tricks: You should know this one. The strategy of this game can 
get complicated, though. Information for end-game play can be found in the 
sites listed below. 


Related Web Sites: Fire up the old cook stove, lean back in the rocking chair, 
and visit the following: 


E http://www.gamercafe.com/checkers/ 

E http://search.yahoo.com/bin/search?p=Checkers 

B http://www.primenet.com/~krow/ 

E http://www.cs.ualberta.ca/~chinook/software.html 
http:/ /www.cs.ualberta.ca/~chinook/ICHF.html 
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Chess 


Publisher/Developer: United States Chess Federation. 
Number of Players: One or two. 


Recommended Hardware: Varies, but at least a 486 or 68040 and a 14.4 kbps 
modem is usually required. 


Required Software: Varies by game and server used. 


Where to Play: ENGAGE and various free or charge servers all over the world. 
A standard search engine query will fill up your dance card. 
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Figure 8-7: If you want to play serious Chess, the United States Chess Federation 
is the place to go! 


Synopsis: The United States Chess Federation game unites people who wish to 
play chess for fun or to enter the world of rated tournament chess. No other 
online game has the USCF's seal of approval, nor is there another with rated 
tournaments of this magnitude. Additional features include stunning graphics 
and a beautifully elegant interface. Players will have the option to choose from 
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a host of playing fields, chess pieces, and viewpoints while engaging in the 
greatest strategy game of all time. 


Hints, Tips & Tricks: As mentioned previously, there are entire books available 
on this subject. 


Related Web Sites: Visit the following: 


E http://www.yahoo.com/Recreation/Games/ Board. Games/Chess/ 
Chess Servers/ 


E http:/ /www.gamesonline.com/games/uschess.html 
B http:/ /www.chessclub.com/cgi-bin/reg/track.pl?from-Yahoo30 
B http:/ /search.yahoo.com/bin/search?p-Chess 


Classic Cards (Bridge, Gin, Spades & Hearts) 


Publisher/Developer: Kesmai and Masque make the most popular Internet 
versions of these games, but various other developers and publishers have 
fielded their entries as well. 


Number of Players: Up to four. 


Recommended Hardware: These are general guidelines for Windows 486/66 
or better (Pentium recommended), 8MB RAM (16MB or more recommended), 
20MB hard-disk space, 256 colors (16-bit color or better recommended), 14.4 
kbps modem, Windows-compatible sound card recommended. For compa- 
rable Mac OS requirements, I suggest the following: 040 or better processor 
(PowerPC recommended), 8MB RAM (12MB or more recommended), 20MB 
free hard-disk space, 256-color monitor, and a 14.4 kbps modem. 


Required Software: Varies greatly by platform and service. 


Where to Play: Telnet, World Play Entertainment, AOL, CompuServe, 
EarthLink Networks, GeoCities Arcade, Prodigy, TV Guide Network. 


Chapter 8: Puzzle, Casino, Card & Board Games € 151 


Lab dioi 


Figure 8-8: Classic card games classically rendered and executed. 


Synopsis: These are the classic games that many have come to love. 
Hints, Tips & Tricks: Standard play like the original card games. 


Related Web Sites: Again, searching by the card game itself will yield hun- 
dreds of references on a standard search engine. Here are a few of the sites you 
can explore right away: 


E http:/ /www.okbridge.com/ 
E http://www.inngames.com 


B http:/ /www.yahoo.com/Recreation/Games/Computer Games/ 
Shareware/ Titles/Card Games/ 


Cribbage 
Publisher/Developer: Masque. 
Number of Players: Up to four. 


Recommended Hardware: The following is a sample for the IBM PC. 486/66 or 
better (Pentium recommended), 8MB RAM (16MB or more recommended), 
20MB hard-disk space, 256 colors (16-bit color or better recommended), 14.4 
kbps modem, Windows-compatible sound card recommended. For compa- 
rable Mac OS requirements, I suggest the following: 040 or better processor 
(PowerPC recommended), 8MB RAM (12MB or more recommended), 20MB 
free hard-disk space, 256-color monitor, and a 14.4 kbps modem. 
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Required Software: The game software and the software of the service. 


Where to Play: Telnet, World Play Entertainment, AOL, CompuServe, 
EarthLink Networks, GeoCities Arcade, Prodigy, TV Guide Network. 


WorldPlay Cribbage 


Figure 8-9: A favorite game of sailors worldwide, this rendition of 
Cribbage is a perfect translation. 


Synopsis: The game of cribbage uses dealt hands of five or six cards for each 
player. The player uses the cards in various combinations to score or “peg.” 
The pegs are moved forward to the end of the board. The first player to reach 
the end wins. 


Hints, Tips & Tricks: Standard for the classic game (see below). 


Related Web Sites: Do a standard search engine query on Cribbage, and you 
will find everything you would ever need to know about the game, from play 
strategy and game variations to tournaments. 


Dragon Dice 


Publisher/Developer: Interplay. 
Number of Players: Up to six. 


Recommended Hardware: Windows 95 requires 486DX/66 minimum, 
486DX/100 or faster recommended, 8MB RAM minimum, 40MB free 
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hard-disk space, 2X or faster CD-ROM drive, VGA color monitor and 256- 
color VGA graphics, Microsoft-compatible mouse. Supports Sound Blaster and 
compatible sound cards, IPX or NETBIOS for four-player network game, 
16550 UART serial ports for direct link game. 


"T Required Software: You must install the Dragon Dice front end from the Com- 
3 -7 panion CD-ROM, as well as the ENGAGE starter kit. 


Where to Play: You can only play Dragon Dice on ENGAGE. 


Tä #3 CoralElf Dragon 


ion 
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Figure 8-10: Dragon Dice may look complicated, but the learning curve isn't that steep. 
You will be battling with the best of them in no time. 


Synopsis: Dragon Dice is a turn-based fantasy game of strategy and chance, 
where players create the army of their choice from graphical dice. As they set 
about conquering territories to win the game, battles unfold on screen as the 
dice come to life and destroy each other. 

The game is set up to provide powerful action for both the beginner and the 
seasoned professional. It’s all here for the player in search of the ultimate 
gaming world: dark forces, fantasy, extraordinary characters, fantastic battles, 
fascinating places, happenstance, magic, chance, and illusion. Dragon Dice 
gives players free rein to create their own worlds, characters, and armies. Each 
die possesses specific strength and magic, so players will discover worlds that 
can only be created by the power of their minds—with a little luck from the 
roll of the die. 
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Hints, Tips & Tricks: When selecting your troops, it's best to build an army 

with a specific focus rather than try to do everything well. When you focus 
your troops, your force should have no more than 50 percent of the chosen 
troop type. Some armies that work well are: 


E A Coral Elf Missile Army or a Combined Magic and Missile Army. 
A Goblin Charging Army (with a lot of Leopard Riders). 

A Goblin All Common (single point units only) Army. 

A Dwarf Charging Army (with a lot of Mammoth Riders). 

A Lava Elf Magic Army. 


A Dwarf Melee Army (with Heavy and Cavalry units) with Lava EIf 
Magic users. 


There are two ways to go about selecting Dragons to include with your 
army: offensively or defensively. If you want to maximize your offensive 
(attack) potential, it's best to select all of your Dragons in the same color. That 
way you can summon more than one of them to the same terrain to converge 
on enemy armies there. Or, you can include Dragons of two different colors in 
your army if you want to play more defensively. Remember that two Dragons 
of different colors will fight each other if they share a terrain. If another player 
summons a Dragon to a terrain that one of your armies occupies (or would 
like to occupy) then you can summon a Dragon of a different color to that 
terrain in order to have the Dragons fight each other rather than chew on your 
troops. If you have included Dragons of more than one color in your army, 
then you have a better chance of having a Dragon available to summon that an 
enemy's Dragon will fight. 

The most frequently used type of melee attack is the skirmish attack. A 
charge attack can be very effective, but it can also cause massive casualties to 
the attacker. There are three suggested guidelines to consider for making 
charge attacks. If the situation does not meet one of these criteria, then you 
may wish to consider making a skirmish attack: 


B The charge attack may be used to clear a crucial terrain in order to take 
an eighth face and win the game within the next turn or two. Conversely, 
a charge may be used to forestall an opponent's attempt to do the same 
thing. It is better to lose units than the game. 


W The charge may cause roughly equal casualties, but you may be in a 
much better position to resurrect your dead units or you have many 
more units to lose (and can more easily afford the loss). 


8 The charge will cause catastrophic damage to your enemy, and you can 
afford the likely loss of some of your charging units. The key to making 
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your charge attacks even more effective is location, location, location. Use 


Goblin Cavalry armies to charge in Swampland terrain and Dwarven 
Cavalry armies to charge in Highland terrain. Those two races double 
their maneuver results on those terrains. Those doubled maneuver 
results count as damage in a charge attack. 


Related Web Sites: Dragon Dice is growing in popularity. To find out more 
about what other players are up to, visit one or more of the following sites: 


E http:/ /www.tsrinc.com/games/ ddice/ddice.html 
E http://www.interplay.com 


E http://www.gamesonline.com/games/ddice.html 


The Incredible Machine 


Publisher/Developer: World Play Entertainment. 


Number of Players: Originally released as a solitaire puzzle game, the Internet 


version will feature timed puzzles or some other variations to promote the 
multiplayer aspects of the game. One to four players. 


Recommended Hardware: 486 with 8MB of RAM, 14.4 kbps modem, SVGA, 
and a mouse. 


Required Software: You must install the World Play Network client and the 
game front end. 


Where to Play: World Play Network (AT&T’s reconfiguration of the 
ImagiNation Network). 


NE 


SACHIN. 


Figure 8-11: The Incredible Machine is one Rube Goldberg contraption after another. It remains 


one of the best puzzle games ever developed for the home computer or the Internet. 
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Synopsis: Build zany contraptions out of crazy parts to accomplish ordinary 
feats. Watch your opponent's progress as you race against time. If you think 
someone else is getting the upper hand, bomb their pieces and send them back 
to the Parts Bin. But use the bombs wisely, you only have three per puzzle. 

Game play ranges from beginner to intermediate to advanced, for one to 
four players. You'll never play the same puzzle twice! WorldPlay ranks every- 
one who plays, so you can challenge people at your skill level or try to move 
up the global ladder whenever you're feeling froggy. 


Hints, Tips & Tricks: Think logically and abstractly. You must look beyond the 
obvious associations between objects to do well in this one. 


Related Web Site: Visit http:/ /www.inngames.com/. 


Monopoly 


Publisher/Developer: Virgin Interactive/Westwood Studios/Parker Brothers. 
Number of Players: Up to six. 


Recommended Hardware: 486/33 MHz, 8MB RAM, Windows 3.1; Windows 
for Workgroups 3.1; Windows for Workgroups 3.11; Windows 95, 640 x 480 
display, 256 colors, 10MB non-compressed hard-disk space, 2x CD-ROM drive 
(quad-speed recommended), TCP/IP network protocol stack with a 
WINSOCK.DLL v1.1 or equivalent. Multiplayer Internet play requires a PPP 
or SLIP connection to an Internet provider. 


Required Software: You need the commercial CD-ROM version of Westwood's 
Monopoly game. 


Where to Play: Through the game interface and your local provider to 
Westwood chat. 
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Figure 8-12: Westwood's fully animated Monopoly is undoubtedly the best translation of any 
board game ever ported to the Internet. 


Synopsis: Welcome to the world of Monopoly—where you can buy it, rent it, 
build it, sell it, trade it, and if worst comes to worst, mortgage it. Westwood's 
servers are some of the busiest in the business because, in addition to Mo- 
nopoly, they also host Command & Conquer and the best of the rest of the 
Westwood gaming library. 


Hints, Tips & Tricks: Buy low, sell high, and never let your little sister be the 
banker! 


Related Web Sites: Visit http:/ /www.monopoly.com and http:/ / 
www.westwood.com. 


Online Casino 
Publisher/Developer: Kesmai/Masque. 


Number of Players: Hundreds. 
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Recommended Hardware: Windows 3.1 or higher, 4MB RAM, 10MB hard- 
drive space available, 386/33, 14.4 kbps modem. 


Required Software: The game and the software of the service. 


Where to Play: AOL, CompuServe, Delphi Internet, EarthLink ee 
GeoCities Arcade, Prodigy, TV Guide Network. 


WES MASQUE 


Figure 8-13: Another chance to practice for your next trip to Vegas! 


Synopsis: This includes the games of Casino Blackjack and Casino Poker. Play 
online with friends! The air is filled with excitement and energy as your fellow 
players huddle closer to the table. Lady Luck's been kind, and now you're on 
a roll! How long can your good fortune last? A hush falls over the crowd. Your 
pulse begins to pound as you draw another ace and raise the stakes even higher! 

Pull up a chair and take your chances at Poker, Blackjack and Craps— 
online, any time of day or night! Multiplayer Casino Poker is based on 
Masque Publishing's World Series of Poker Adventure, a Codie award finalist 
for excellence in software and a favorite among professional poker players and 
aficionados everywhere. 

In Casino Poker, choose from the most popular forms of the game: Seven 
Card Stud, Five Card Stud, Five Card Draw, Omaha Hold'em, and Texas 
Hold'em. Or rustle up a friendly game of Blackjack or Craps. Play online in 
real time against players from all around the world, or test your skills against 
some of the best artificial intelligence available. 

You can meet new friends in the Casino Poker lounge or join others at the 
tables for a quick round or an all-night tournament. Exchange strategy tips, or 
just engage in lively conversation with real-time chat. You can even set up 
your own weekly poker night with your friends. The dealer's professionally 
recorded digitized speech, realistic ambient sound, clear, colorful graphics, 
and intuitive interface all add up to sheer gaming pleasure. 
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Hints, Tips & Tricks: For a good list of play tips, pay a visit to: http:/ / 
www.best.com/~mcintyre/sage/index.html. 


Related Web Sites: For more information on this title, you can visit either of 
the following sites: 


B http://www.ariesgames.com/games/casino/about/ 


http: //www.masque.com/ 


Risk 


Publisher/Developer: Hasbro Interactive. 
Number of Players: Two to six players. 


Recommended Hardware: 486/66, 8MB RAM, 7MB hard-drive space, 
2x CD-ROM. 


Required Software: DirectX v3.0 is required to run RISK, the game itself, and 
Mplayer software. 


Where to Play: You can only play Risk on Mplayer. 


Figure 8-14: The online Risk board looks a little different, but all of the nuances of game play are 
solidly incorporated in this design. 
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Synopsis: Your grip on Europe’s shaky, but domination of Africa is within your 
grasp. Scheme and strategize all you want—there comes a time when true 
leaders must shrug off reason and roll the die. Armies fall. Continents are 
captured. Risk is rewarded...this turn. Two to eight generals vie for world 
domination in the online versions of classic and ultimate Risk on Mplayer. 
This game retains the distinction of being the only thing that ever caused me 
to blow off studying for finals at the Naval Academy and stay up all night 
playing. I won the games, and I passed. 


Hints, Tips & Tricks: Where you put the most battalions is vital, as the more 
numerous armies placed in a territory, the stronger a defensive hold you have 
on that area. Since you can only attack your opponent's armies adjacent to one 
of your own, many countries can't be reached unless you can take a route 
through an adjoining country. By heavily fortifying some of the crucial 
territories with many of your battalions, you can protect the not so strongly 
occupied territories above or beneath them. Think of the basics of choke 
point warfare, and you will prevail. And make good alliances as well to 
survive multiplayer threats. 


Related Web Sites: You can conquer the world many times over through the 
following sites: 


E http:/ /www.rbdc.com/ -johnmc/ risk /risk.html 

E http://www.geocities.com/CapitolHill/ Lobby /1168/index.html 
E http://www.bath.ac.uk/-mapodl/html/riskfaq.html 

E http://www.hasbro.com/risk/index.html 

E http://www.mplayer.com/play/games/risk/risk-intro.html 


Scrabble 


Publisher/Developer: Hasbro Interactive. 
Number of Players: Two to four players. 
Recommended Hardware: 486DX2/66, Windows 3.1 or Windows 95, 8MB 


RAM, 2X CD-ROM drive, 5MB free hard-disk space, 8-bit SVGA graphics card 
with 640x480x256, 9600 kbps modem (for modem-play). 
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Required Software: Scrabble and Mplayer software. 


Where to Play: Play Scrabble on Mplayer. 


Figure 8-15: In four words, this is classic Scrabble! 


Synopsis: The classic crossword game. 


Hints, Tips & Tricks: Pick your letters, place them, and try to get a better score 
than the person(s) you're playing with. Choose "Hint," and the computer will 
take your letters and figure out what words you could create with what's avail- 
able to you. Once you've decided which word to use, the first square where the 
word can be started is highlighted until you place the first letter. 


Related Web Sites: Find the words you need at the following sites: 
B http://www.hasbro.com/ 
B http://www.mplayer.com/play / games/scrabble/ 
m http:/ /www.fqcsf.qc.ca/ 
E http:/ /www.umcc.umich.edu/ -jgm/scrabble/scrabmain.html 
Æ http:/ /mundil.cs.mu.oz.au:8004/scr chat.html 
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Trivia 


Publisher/Developer: BPI Communications. 

Number of Players: Unlimited. 

Recommended Hardware: If you’re on the Net, you have it. 
Required Software: ENGAGE software. 


Where to Play: Currently the only major service provider that offers trivia 
is ENGAGE. However, World Play entertainment, the follow-up to the 
ImagiNation Network, will undoubtedly dominate the category when it 
brings NTN Trivia online. 


A. p cael. 
ww we 


Figure 8-16: Music Billboard Trivia is but one of thousands of potential 
trivia categories on the Net. 


Synopsis: Enter the world’s first cyber-nightclub based on the music industry’s 
touchstone, Billboard! From live video feeds, goings-on inside the clubs, 
menus, and merchandise, you'll have a blast at Billboard Live! Online. And if 
you think you know everything about music past and present, you can test 
knowledge against other music fans in Billboard Live! Music Trivia. This 
exciting trivia game will test the full range of music categories like Rock, Soul, 
Rhythm & Blues, Pop, and everyone's favorite, Oldies. It will put you in com- 
petition with other players with its unique and very easy to use interface. Here 
you can chat with other players or see who else is online. An update screen 
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will tell you of new games starting and when the next trivia question will be 
asked. You can see your rank amongst other players and where your real 
musical knowledge lies. 


Hints, Tips & Tricks: None. 


Related Web Site: Visit http:/ /www.gamesonline.com/games/ trivia.html. 


Moving On 


The classic games that many of us know are changing. Some of the changes 
are subtle, while others reflect the vast possibilities of the gaming Mecca that 
the Internet has created. In this chapter, we've introduced some of most popu- 
lar games and offered some tips for more enjoyable play. 

The next chapter covers simulations—games that allow you to feel what it 
would be like to command vehicles of war. The capabilities of these games 
have increased tremendously over the last few years. Realism has increased to 
the point that the military is considering using such simulations to train sol- 
diers or airmen for multi-aircraft or vehicle missions. Hundreds of people can 
now compete in the same environment, all flying their own aircraft in battle. 
Sound like fun? It is! 
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‘| Simulations 


O. of the primary functions of a computer always has been to simulate 
things that are too expensive, difficult, or deadly to do in reality. Thus the 
everlasting popularity of simulation games, which allow hundreds of thou- 
sands of people to try what few can really do—fly an F-22 in combat, pilot a 
Comanche helicopter on a covert attack mission, or fire on a surfacing subma- 
rine. The games in this chapter fall into two categories: the highly complex 
flight simulator developed for solitary or head-to-head competition and 
played against and with others online almost as an afterthought; and the 
massive multiplayer simulators that divide the skies and seas into arbitrary 
realms and allow players to face off against the only opponents that really 
count, each other. 


A-10 Cuba! 


Publisher/Developer: ParSoft/ Activision. 
Number of Players: Eight. 


Recommended Hardware: 486/66, 8MB RAM, 1x CD-ROM, VGA with 1MB, 
mouse, sound board, Windows 95. 
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Required Software: You must purchase the A-10 Cuba! CD-ROM directly from 
Activision or a local retailer. In addition, to play multiplayer over the Internet, 
you'll need Kali (http: // www.kali.net) and some patience. Activision offers a 
7.5MB demo at http:/ /www.activision.com/low /games/sims/index.html. 


Where to Play: Use Kali's SimNet server to find other A-10 pilots. Choose one 
player to host the session while others join in. 


Figure 9-1: Vector-based graphics keep the action fast and furious as the Warthog does 
what it does best. 


Synopsis: Trouble erupts in the Caribbean when Cuban troops march on 

the American Naval Air Station at Guantanamo Bay. Friendly forces require 
relentless close air support and strong air-ground strike missions—exactly the 
mission profile for the A-10 Thunderbolt II, commonly called the Warthog 

for her sturdy homeliness and unstoppable charges. Sixteen missions await 
the single player, from training missions to lightning strikes against columns 
of tanks. 

A-10 Cuba! originally saw the light of day as a Macintosh product, a market 
that differs significantly from the standard PC market. All graphics are vector- 
based, which may come as a shock to the more jaded sim jockey. But this sim- 
plicity frees up plenty of processor cycles for an amazingly accurate flight 
model: performance rises as ordnance is dropped, shrapnel and winds buffet the 
plane, and the ground is far rougher off the runway than on. A fully functional 
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cockpit allows instrumentation alteration by mouse. Sadly, this attention to 
detail is not mirrored in the framing interface (no pilot rosters or advance- 
ment, no mission editor) or in the collateral materials (online help only, not 
accessible from within the game). 

The box states quite boldly that Internet play is not possible. Yet recent 
advances in Kali (namely, the use of DirectX) allow jockeys with the hankering 
to see some hogs clash. Up to eight can choose an arena and start playing. The 
A-10 is hardly an air superiority frame, however, which makes for unusual 
tactics and lends an interesting new dimension to the battles. For example, the 
standard load for a hog is just two sidewinders (plus, admittedly, a cannon 
designed to shatter tanks). Thus, combatants must land to rearm while hostiles 
fill the air. 


Hints, Tips & Tricks: The A-10 is designed to take a licking and keep on ticking, 
but that is a relative thing in modern air combat. At times, the action can seem 
stretched between two worlds—the subsonic tactics of the heavier WWII birds 
combined with the lethality of modern seeking weaponry. 

Even though it's dangerous, you're going to have to land. In each arena, one 
of the available airfields conceals a small power-up; upon take off, you'll find 
your maximum thrust is more than 150 percent compared to your opponents. 

If you're not landing, keep your altitude high. The hog is no different 
from other planes that way—height converts into speed, an asset you'll 
otherwise lack. 

Husband your ammunition carefully. You'll be reduced to firing mavericks 
at the other planes soon enough—don't waste valuable ordnance on panicked 
or iffy shots. 


Related Web Sites: Dragon's Eye (http:/ /www.dragonseye.com/A10Cuba/ 
index.html) has a strong help section on making Kali work, and used to main- 
tain a ladder of competing pilots. Congo Bob (http:/ /www.metro.net/ 
congobob/al0Cuba.html) keeps track of the more amusing possibilities of- 
fered by the game. 


Air Warrior 


Publisher/Developer: Kesmai. 


Number of Players: Hundreds. 
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Recommended Hardware: 486DX2/66, 8MB RAM, Windows 3.1, 1MB video 
RAM, 640x480 256 color monitor, 14.4 kbps modem, joystick, and mouse. 


Required Software: Download the Air Warrior front end from http:/ / 
www.ariesgames.com/ games/airwarrior / download /software.html. You'll 
also need an account on one of the hosting Internet providers. 


Where to Play: The front end, properly installed, will direct you to the proper 
arenas of play. Servers exist on America Online, CompuServe, Delphi, and 
Earthlink. 


do 


Figure 9-2: Making the online world just a little bit safer—but that incoming 
FW-190 has you in its sights. 


Synopsis: Air Warrior is the grand old man of multiplayer online flight simula- 
tors, having been available on the early commercial Internet services for more 
than a decade. 

The theory here is simple: players log onto their choice of online providers, 
select a plane, and hop into its detailed cockpit over a reasonably persistent 
world filled with like-minded dogfighters. Players select one of three virtual 
nations to belong to and create rough teams to divide the action around. 
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The action is based around World War II aircraft and scenarios. Players can 
choose between more than 30 different planes, ranging from the FW-190 Ger- 
man fighter plane to the massive B-17 American bombers. Whether you're 
flying the Yak or the Zero, you'll find friends and foes aplenty. 

Of course, each and every plane has different capabilities. The massive B-17s 
were called Flying Fortresses for good reasons: multiple machine guns bristle 
from various hardpoints, and the whole craft is studded with thick belts of 
armor. Still, unescorted, these lumbering giants will be brought down to earth 
by concentrated fire from more nimble foes; the German planes, for instance, 
carry staggering salvoes of rockets and heavy cannon. Still, the Germans had 
better be quick about it, since they carry only small amounts of ammunition. 

The players themselves further accentuate these natural checks and bal- 
ances between the various aircraft. With so many years of history behind the 
game, Air Warrior players have developed a strong community, taking it upon 
themselves to promulgate tactical information and help novice players along. 
The bricks holding the community together are the squadrons, voluntary 
small associations of players who share common goals and identity. These 
small teams provide mutual support as well as long memories. 

Not all play in Air Warrior is devoted to the pick-up dogfight. Multi-mission 
events are a common feature to spice up a squadron's life. The typical event 
consists of a dozen missions designed to use certain planes against certain 
foes. Each mission generally fits into an overall story line, or at least theme. 
Officers are elected or appointed on both sides, dividing the responsibilities 
for planning each team's contributions. For example, Group Leaders are re- 
sponsible for the marshalling and management of a significant portion of a 
team's resources (for instance, pilots and planes), while the overall Command- 
ing Officer makes the scenario-specific decisions for that team. Missions usu- 
ally begin and run on certain default dates, which differ by online service. 


Hints, Tips & Tricks: Avoid the temptation to play the game in the Relaxed 
Realism difficulty mode. That may make the initial learning curve easier, but 
the more advanced techniques and skills will become hard to master if you 
spend too much time with the training wheels still on. Growing accustomed to 
the relaxed mode and then jumping headlong into the full deal can cause you 
to go through two newbie learning cycles. Just don't do it. 

In Air Warrior, as in all flight simulations, there is one skill worth far more 
than raw piloting ability or pinpoint accuracy. Aces call it situational aware- 
ness. Basically, if all you think about and concentrate on is the enemy in front 
of you, all the other enemies who are behind, above, and below you are going 
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to have a field day carving you up amongst them. The best dogfighters al- 
ways, always know what’s going on around them, even in the most tangled of 
furballs. How many of the darting shapes around you are friendly? Which 
ones just finished off their dance partner and will come looking for you? 

Every pilot worth his or her wings knows the adage “Speed is Life.” One of 
the best ways to combine situational awareness with the need for speed is to 
maintain as high an altitude as is possible. Height converts into speed very 
easily, and very few pilots, regardless of skill level, can withstand the classic 
surprise attack: diving out of the sun. 

Air Warrior includes a gun camera. Believe it or not, this little tool is worth- 
while for more than just bragging rights. Save the records of all your dog- 
fights, big and small. Later, when you're offline and ready for a little analysis, 
haul out the films. Match what the camera shows with what you remember. 
What were your opponents doing? What were they trying to do? What were 
others nearby doing or trying to do to one another? 

With hundreds of people in an arena at a time, radio chatter can become 
overwhelming. Use a separate channel than the first to communicate with 
your squadron-mates. If you must use the open channel, do so sparingly. You 
can squelch troublemakers easily; don’t waste your time and everyone else’s 
by trying to outshout a boor. 


Related Web Sites: Kesmai's home page (http:/ / www.kesmai.com/) provides 
some rough fodder for the inquiring mind, but better meat can be found from 
the players themselves. Shebop is an Air Warrior system operator (sysop) for 
both Delphi and America Online, and maintains an excellent page at http:/ / 
users.ariesgames.com / -shebop /index2.html. More important than the World 
Wide Web, however, are the heavily trafficked bulletin boards and chats in the 
online services themselves. For example, the Air Warriors on America Online 
meet Wednesday nights at 9 p.m. EST for open training. 


Publisher/Developer: Interactive Magic/Kesmai. 


Number of Players: Hundreds online (120 per arena)—head-to-head direct 
Internet play. 


Recommended Hardware: 486DX/100, 16MB RAM, Windows 95, SVGA, 2x 
CD-ROM. 
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Required Software: You must purchase the Air Warrior II CD-ROM directly 
from Interactive Magic or from a local retailer. Also, to play in the online 
arenas, you will need accounts on their systems. 


Where to Play: Air Warrior II connects just like its predecessor to Delphi and 
CompuServe; players can also connect head-to-head directly over the Internet. 
A new Web-based service called Gamestorm (http: / /www.gamestorm.com/) 
offers Air Warrior II for a monthly subscription fee of as little as $4.95. 


Figure 9-3: The flat, vector-based graphics translate into high-speed Internet games. 


Synopsis: Interactive Magic has teamed up with the Kesmai originals to up- 
date the classic Air Warrior systems for new machines and, more importantly, 
allow extensive offline flying to hone the newbie's skills by playing against 
softer foes than those that lurk online. 

Like its predecessor, Air Warrior II is a massive multiplayer game when 
played on the online servers. Players can choose between more than 30 differ- 
ent World War II era aircrafts and launch into free-for-all dogfights or carefully 
planned multiplayer missions. What Air Warrior II adds is a significant offline 
component for lone players, as well as a way to play head-to-head across the 
Internet with no need for premium services. 
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For single player play, Air Warrior II offers more than 300 missions against 
a wide variety of targets and foes. It includes World War II Pacific Theatre 
combat, World War I dawn patrols, and Korean War era craft. You can fly any 
or all of the six campaigns through these historical periods, knowing that 
every moment you spend counts as practice against those deadly online foes. 

The gun camera adds to this training atmosphere. Film each mission as you 
fly it, then pore over it in private to study your triumphs and losses. You need 
not idly mull over the data; however, whenever you wish, the press of a key 
launches you back in the mission, ready to undo the mistakes of the past. 

Finally, Air Warrior II provides a powerful mission editor. When you’re 
coming up with those complex online missions for your squadron to fly 
through, tweak the planes and numbers on both sides beforehand with dry 
runs in single player play. 


Hints, Tips & Tricks: Follow all the links for classic Air Warrior, and all that 
apply to Air Warrior II as well. Just remember one bit of advice repeated by 
many classic Air Warrior veterans when playing through the single-player 
missions: when in a tight fight, you don’t have to lead your opponents as 
much—they won't warp away due to Internet lag times. 


Related Web Sites: All the online chats and Web sites from classic Air 
Warrior will be just as much help for the newer breed. Check out http:/ / 
www.imagicgames.com/aw2.dir/aw2.html for news and announcements 
relating to the newer version. 


Advanced Tactical Fighter 


Publisher/Developer: Jane's/Electronic Arts. 
Number of Players: Eight. 


Recommended Hardware: 486/66 (Pentium recommended), 8MB RAM, 2x 
CD-ROM, 256 color SVGA, mouse. 


Required Software: You must purchase the Jane's ATF CD-ROM directly from 
Electronic Arts (EA) or a local retailer. In addition, to play multiplayer over the 
Internet, you'll need Kali (http:/ / www.kali.net) and some patience for tweak- 
ing. EA offers a 6.4MB demo at ftp:/ /ftp1.ea.com/pub/demos/janes/ 
atfdemo.zip. 
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Where to Play: Seek other advanced pilots on Kali's servers. Choose one 
player to host the session while others join in. 


Figure 9-4: Sometimes vectored thrust just isn't enough—you need an advanced pilot at the 
yoke of an advanced fighter. 


Synopsis: Advanced Tactical Fighter puts you into the cockpits of the most 
advanced planes the planet has to offer—any more advanced and they'd have 
to call it Advanced Tactical Spacecraft. Fly craft ranging from the familiar 
Stealth Fighter and Bomber to the crisp new Rafale C, X-32, and X-29. The 
makers of the U.S. Navy Fighters engine have teamed up with the attention to 
realistic detail provided by the Jane's Information Systems analysts to provide 
gut-wrenching combat backed by encyclopedic specifications. 

Players must contend with more than 80 missions, all of which are custom- 
ized differently for different craft. The slippery stealth of the B-2 requires 
different missions than sky-busting with the F-22. A mission builder allows 
player construction of the most complex multiplayer scenarios, down to the 
placement of individual buildings and soldiers in the field. The graphics 
engine shows wings and tails separating from enemy craft, so watch for visual 
cues of the results of your efforts. 
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In a significant departure from traditional flight simulation, Advanced Tacti- 
cal Fighter shies away from the photo-realistic cockpit found in other titles. 
Instead, the interface is thoroughly computerized, with pertinent information 
available in pop-up windows and other convenient (if non-traditional) ways. 


Hints, Tips & Tricks: Stealth crafts pay for their low profiles with limited char- 
acteristics in other areas. When flying one, make certain that all your activities 
are consistent with that low profile, or you've traded away all of your advan- 
tages. Use ground clutter to dissuade detection. Use rudders rather than 
banking your wings. Open bomb bay doors only when necessary, and close 
them immediately afterwards. Frustrate all attempts to get clean returns on 
your craft, or you're done for. 

Vectored thrust isn't the solution to all your maneuverability problems. It 
can, however, bail you out of a tight turning battle—bank and rotate the 
nozzles down. Remember that to actually manage a VSTOL, you need to be 
lightly loaded on both takeoff and landing. Harriers and other Vertical/Short 
Take Off and Landing (VSTOL) craft are famous for being deadly to inexperi- 
enced pilots, so practice and practice again. 


Related Web Sites: There is a thriving community of players on the Net, due 
largely to the power of the Pro Mission Editor. Hop into the ring at P.Mok’s 
page (http:/ /www-acc.scu.edu/ -pmok/usnf-1.htm) and expect to find doz- 
ens more from his links. 


Advanced Tactical Fighter Gold 


Publisher/Developer: Jane's/Electronic Arts. 
Number of Players: Four. 


Recommended Hardware: Pentium 90, Windows 95, 16MB RAM, 4x CD-ROM, 
640x480 SVGA Card, DirectX compatibility. 


Required Software: You must purchase the Jane's ATF Gold CD-ROM directly 
from Electronic Arts or a local retailer. 


Where to Play: Direct Internet play for up to four people is provided in the 
software. 
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Synopsis: ATF Gold takes the standard ATF engine, adds in the NATO expan- 
sion pack, and then ports the whole shebang over to Windows 95. While this 
does cost a bit more in terms of the systems requirements, the additions are 
significant: true TCP/IP Internet play, longer campaigns, and more planes. 

And they really mean more planes. While a small handful were added to 
the campaign-capable craft (including the F-16 and the Su-35), in single-mis- 
sion and multiplayer play that number rises an additional 60, making the total 
a staggering 71 available planes. Pick a plane, any plane, and you'll get its 
vital statistics (and hence flight characteristics) and an outward graphic model 
to match it. If you decide to fly as a Tu-26 Backfire, it's available. The flight 
models for these additions are not as accurate, but at least you'll be able to get 
a taste of the wide variety of modern aircraft. 

ATF Gold is not backward compatible with ATF for multiplayer play. Elec- 
tronic Arts does offer a rebate and upgrade offer for registered owners of ATF. 


Hints, Tips & Tricks: In addition to the tactical tips and hints listed above, try 
the following “cheat” codes: hold down the right Alt, Shift and Ctrl keys when 
in the selection screen. Using this combination, you can edit campaign mis- 
sions or select any aircraft to fly, including the Atomic Moth and 
Quetzalcouatl. 


Related Web Sites: See the ATF section above. 


Comanche 3 
Publisher/Developer: Novalogic. 
Number of Players: Eight. 


Recommended Hardware: Pentium 100, Windows 95, 16MB RAM, 2x CD-ROM, 
640x480 SVGA Card, DirectX compatibility. 


Required Software: You must purchase the Comanche 3 CD-ROM directly 
from Electronic Arts or a local retailer. To connect with other players across the 
Internet, you'll need to use Kali, which is thoughtfully included on the 
Comanche 3 CD-ROM. 


Where to Play: Use the SimNet provided by Kali to find other Comanche 
pilots. Choose one player to host the session while others join in. 
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Figure 9-5: Nothing stirs the heart like a flight of powerful attack helicopters at sunset. 
Flight of the Valkyries, anyone? 


Synopsis: While there are those pilots who prefer the sleek lines of those im- 
possibly fast air superiority fighters, players who want to get down and dirty 
with ground targets routinely choose an attack helicopter. For sheer firepower 
applied liberally on available targets, nothing beats a Comanche. 

The RAH-66 Comanche is the United States' most technologically ad- 
vanced helicopter; it is not scheduled to see active duty until 2006. It is a 
heavily armed attack helicopter that makes use of the latest implementation 
of stealth technology. 

Novalogic has made excellent use of their renowned Voxel Space 2 engine 
in designing the visual look of the game, especially the terrain. In most flight 
simulators, the ground is something to shy away from, for aesthetic as well as 
survival reasons. Not so with Comanche 3. The graphics are often stunningly 
photo-realistic, capturing the snow-capped mountains and thick jungles with 
equal ease. More than 100 texture-mapped objects decorate this lifelike world, 
waiting for the right combination of ordnance to blow them sky-high. 

And detonate them you will, through four eight-mission campaigns that 
take you from the deserts of Iraq to the fields of Cuba. You do have a bit of 
help completing these missions in the form of a wingman. Unfortunately, he 
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falls on the simple side of doltish, which is why you'll want to hook up Kali 
and let some real pilots watch your back for you. 

The flight model for helicopter simulators has always been a sore spot for 
novices, given how difficult a real-world chopper is to fly around. Novalogic 
splits the difference here by allowing two modes of flight: easy or advanced. 
The easy mode features vertical stabilizers and a special HoverHold feature to 
let newbies learn how to handle themselves before hurling them into the thick 
of things. 

But what about the advanced model? Suffice it to say that the design engi- 
neers for Boeing Sikorsky as well as Army test pilots aided in making the 
helicopter as close to the real thing as classification allows. This bird flies on 
the nap of the earth (NOE) and pops up like a predator, picking off a missile or 
two and moving on. 

Unfortunately, Comanche 3 falls prey to simplicity in other areas. The 
included 32 missions (plus training missions) are all a player can get due to 
the lack of a mission builder. Graphics modes err in the other direction, as all 
that gorgeous scenery comes at a high price in terms of reduced disk space for 
player utilities. 


Hints, Tips & Tricks: Comanche 3 is all about one word: hiding. Unlike its 
ungainly brethren, the RAH-66 Comanche makes use of sophisticated stealth 
technologies to confound the enemy. Unless you make proper use of those 
technologies, you will quickly be reduced to a non-stealthy black smear on the 
beautiful landscape. 

Comanche 3 runs very sophisticated detection routines to determine when 
you've dropped your guard. These are all dynamic routines, checked on an 
ongoing basis. This is not a game where you're safe 15.1 kilometers from a 
target and 100 percent detected at 14.9. To stay hidden, you'll have to foil both 
kinds of detection: visual and electronic. 

Visual detection is straightforward enough. All enemy objects have a zone 
of visibility surrounding them based on how easily that object can see around 
itself. Naval vessels have huge fields 360 degrees around them, while lonely 
tanks can see dimly through vision slits only. Terrain plays a significant part 
here, since nothing can see through a hill. 

Radar detection is subtler, but more deadly. Once an enemy gets a solid 
radar return off your helicopter, you'll be driving a spinning pile of scrap within 
seconds. Luckily, not all enemies have access to powerful radar. Air defense 
units and naval vessels have powerful capabilities, while the lowly tank has 
none at all. Those birds of prey in the air above you swear by their radar. 

All that serves to inform you of how people can see you. Here's how not to 
be seen. 
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There is little you can do about visual detection. Use terrain as much as 
possible, staying low where possible. Try never to stray too near objects that 
can hurt you or tell other things which can where you are. The stealth technol- 
ogy is still unable to deal properly with the naked human eye. 

Against radar, though, it's a step in the right direction. Stealth works by 
scattering rather than reflecting the radar waves. Strive to keep your Comanche 
smooth at all times; that means keeping the bomb bay doors closed and landing 
gear up. 

More advanced stealth techniques rely on a weakness of the hunting radar. 
Most of the enemy radar in the game is of the Doppler-pulse variety, which 
detects objects best at 90 degree angles away. Therefore, to have the best 
chance of remaining undetected, you must fly directly towards sources of 
enemy radar, thus minimizing your silhouette. 

Radar cares about intervening terrain even more than the naked eye, since 
it can work in direct lines only. Therefore, get as close to the ground as you 
can. Stay there. Period. If you rise above the treetops something will find and 
kill you. 

With a little inventiveness, you can turn the unfortunate act of being spot- 
ted into a bit of fun. Enemy units will spread the news of your approach like 
wildfire. So, when spotted, get the heck out of Dodge—but slip in from an- 
other direction. Every unit on the map will be looking for you where you 
were, so make use of the handy distraction as long as you can. 


Related Web Sites: None. 


EF 2000 


Publisher/Developer: Ocean/Digital Image Design. 
Number of Players: Eight. 


Recommended Hardware: 486DX2/66, 8MB RAM, VESA compliant SVGA 
card, 1x CD-ROM. 


Required Software: You must purchase the EF2000 CD-ROM directly from 
GTE or a local retailer. In addition, to play multiplayer over the Internet, you'll 
need Kali (http:/ /www.kali.net) and some patience for tweaking. 
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Where to Play: Once you have Kali running, head for the standard flight areas 
to look for prey. Choose one player to host the session while others join in. 
Alternatively, strike up a conversation at http:/ /www.ef2000.com. 


Figure 9-6: Proudly surveying the clouds over Europe—hope that’s your 
wingman on your six. 


Synopsis: The EuroFighter 2000 is NATO's new fighter for the next few de- 
cades, built by a multinational consortium to fulfill air defense needs world- 
wide well into the 21* Century. Simply stated, the EF 2000's mission is to rule 
the skies over Europe. 

Digital Image Design's (DID) simulation of the upcoming fighter has man- 
aged to do just that, winning high marks for its beauty and realism. Up to 
eight players can explore campaign mode cooperatively (facing a wide variety 
of missions and enemies) or try their hands at the simple and direct king-of- 
the-skies mode (facing a wide variety of other EF 2000 jockeys). 

This realism and beauty come at the customary high prices, however. You'll 
need horsepower on your desk to see the graphics sharply and fluidly, and 
you'll need horsepower on your shoulders to crawl through the massive manual 
and learn to fly this advanced bird. Not only is the flight model very realistic, 
but the EF 2000 possesses sophisticated avionics and electronics as well. 

Super EF 2000, which is a native Windows 95 application with intrinsic IP 
connectivity, is also available from the makers of EF 2000. It includes a tactical 
mission planner and numerous other function and feature upgrades. 


Hints, Tips & Tricks: Like other ultra-modern aircraft simulators, combat in EF 
2000 is swift and deadly. Knowing how to avoid incoming missiles is your 
only real defense. 
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Use the DASS system against most enemies, but remember that at closer 
ranges IR (Infra-Red) missiles will kill you just as dead. Remember also that 
the DASS lives in your third MFD (Multi-Function Display); if you switch that 
display (to check fuel, for example) the DASS will need to be turned back on. 

Use your chaff and flares liberally. They are much less expensive to replace 
than you and your bird. 

Be careful! The automatic IFF system works to keep your radar missiles 
from launching at friendlies, but a heat-seeker knows no alliances. 

When your opponent is throwing out too much noise to get a solid radar 
lock, give that path up for lost. Head in close and lock on with an IR; at closer 
ranges you'll burn through his Electronic Counter Measures (ECM) better any- 
way. If in doubt, your 27mm cannon isn't fooled by those puny jamming signals. 


Related Web Sites: Everything you need or want to know can be found at 
http:/ /www.ef2000.com, which is the official Web site. An active squadron of 
pilots hangs out and chats on site; plenty of information is available as well, 
including interactive lessons for newcomers and information on joining a 
squadron close to you. 


F-22 Lightning Il 


Publisher/Developer: Novalogic. 
Number of Players: Eight. 


Recommended Hardware: 486/100, 8MB RAM, 2x CD-ROM, mouse, sound 
card. 


Required Software: You must purchase the F-22 Lightning II CD-ROM directly 
from Novalogic or a local retailer. In addition, to play multiplayer over the 
Internet, you'll need Kali (http:/ /www.kali.net) and some patience for tweak- 
ing. Try the free demo at http:/ /www.novalogic.com/ f22demo2.htm. 


Where to Play: You'll need to prow! Kali’s servers to find others to face off 
against. Choose one player to host the session while others join in. 


Synopsis: The F-22 is the United States Air Force's newest aircraft, designed to 
rule the skies well into the next century. It combines supercruise capabilities 
with stealth capability and dodges quite nimbly while still packing a punch. 
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Figure 9-7: Ve haff ways of dealing vit such pretty terrain. The explosions 
are awful pretty as well. 


In the broad spectrum of realism versus playability, F-22 Lightning II falls 
heavily on the side of the shoot-'em-up. Novice pilots can tread this ground 
without fear; in a few short minutes you can be enjoying the gorgeous scenery 
on your way down to greet it. Arcade mode is another fair term for the slight 
model and realism settings of the game; your readout of enemy craft includes 
their hull integrity listed in percentage points. The flight model is forgiving to 
the point of turning using only the rudder, and standing the plane on its tail 
for virtually forever. 

Those who either don't mind or actually welcome the loose interpretation 
of physics will quickly become enamored with the terrain. Novalogic's 
VoxelSpace has always handled the ground well, and in F-22 Lightning II the 
kid gloves are off. It's quite easy to become distracted from actual flight and 
stare in wonder at the snow-capped mountains or the rippling desert. The 
virtual cockpit technology allows you to turn your virtual head through the 
full range of motion and examine the scenery with awe. 

Doing so can quickly become suicidal, however. The world's most ad- 
vanced foes are squaring off with you: the EF-2000, the MiG 29, and the Su27. 
Action is at the forefront of this title, and it can get fast and furious indeed 
with air and ground threats aplenty. A quick and easy mission builder lets you 
combine these and be ready to fly multiplayer cooperative network games in 
no time. Head-to-head deathmatch mode lets you square off versus another 
Lightning II pilot and see who can rack up the most kills. 


Hints, Tips & Tricks: None available. 


Related Web Sites: None available. 
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Iron Wolves 


Publisher/Developer: On-Line. 
Number of Players: Multiplayer team play. 


Recommended Hardware: Windows 95 or NT 4.0, 8MB RAM, 800 x 600 resolu- 
tion video, 32-bit Winsock. 


Required Software: Iron Wolves is available for free online at http://www.on- 
line.co.uk/. DirectX drivers are also needed. You will need to join as a mem- 
ber, which requires filling out minimal information on the Iron Wolves home 
page. Time-limited options or a monthly subscription are available. 


Where to Play: Simply run the Iron Wolves game; it will connect you to the 
server where everyone is playing. Current charges are $1.95 an hour. 


Bridge (Observer) - looking 143° - angle aff bow: -2 


Figure 9-8: When a submarine surfaces inside the enemy fleet, the simulation is going to be over 
soon—one way or the other. 


Synopsis: It's the classic naval cat-and-mouse game: the submarine versus the 
convoy. In this real-time 3D World War II simulator, you can take the helm of 
either the silent predator or the stalwart defender of the merchantmen: a 
submarine or a corvette. 
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After downloading the software and registering, you can launch directly 
into play. If this is your first time in, you'll pick a nickname and a team (either 
the Northlanders or the Westlanders). Then, select which side of the naval coin 
you'll pilot: the sleek, deadly, and fragile submarine, or the sturdier, more 
heavily gunned, but vulnerable corvette. You'll then join your team (North or 
West) on the sea of battle. 

Command and control of the ship is kept as simple as possible. The mouse 
governs all controls with a combination of left-clicking and right-clicking. The 
manual is short and specific; all the effort here is aimed at getting you in the 
captain's chair and fighting as soon as possible. 

The ocean is filled with four basic types of ships: merchants and tankers 
(a.k.a. targets), corvettes, destroyers, and the submarines that hunt them. 
Many of the ships will be piloted by drone intelligence, ensuring a populated 
battle zone regardless of relative player traffic. The teams can coordinate 
attacking or defending convoys by using the in-game radio, a simple messag- 
ing feature. 

The essence of the game lies in the dichotomies between surface and subma- 
rine warfare. The submarine is faster on the surface than its prey, but slower 
when submerged. On the surface, it only has a small and inaccurate deck gun 
and is vulnerable to the heavy fire of the corvettes and destroyers. Its torpedoes 
are deadly, but require careful maneuvering to be used effectively; when you are 
close enough to torpedo a target, you are susceptible to its depth charges. 

On the other side of the coin are the lumbering surface ships. The corvette's 
sonar and depth charges can make life difficult for a submerged sub, but using 
these tools requires getting into torpedo range. The heavy and accurate, if 
slow, guns mounted on the corvette can make short work of a surfaced sub—if 
you can find one. The burden of protecting the vulnerable convoy rests 
squarely on your shoulders as well; your missions will hardly be successes if 
the only thing that survives is the ship intended to guard the rest. 

Again, the essence is simplicity, so action takes the forefront. The sonar of 
the surface ships and the hydrophones of the subs operate automatically, 
simply alerting the relevant player when nearby enemies are detected. Navi- 
gation and firing are point-and-click affairs; ammo supplies are limitless. 

Each mission is defined by the length of time a player stays logged in. 
Points are awarded for enemy kills, with significantly higher points given for 
sinking a vessel crewed by humans rather than by drones. High scores are 
saved on the server for all players to drool over. 
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Hints, Tips & Tricks: Don't be too afraid of being sunk, especially when you are 
first learning the game. You can accomplish nothing without taking risks. 

When on the surface in a submarine, make full utilization of both your 
weapons systems. Turn your deck gun on one target, and point your bow at 
another and dish out the torpedoes. Be judicious with the torpedoes, however; 
they are your primary weapons. 

Teamwork is essential. A pair of submarines working together can take out 
surface targets much more easily. Allow one to distract the target, leading it off 
away from the convoy, while the other slips in amongst the flock. 

The same theories, of course, apply to the surface hunters. Send a corvette 
swinging wide and trap incoming submarines between the flanker and the 
core of the convoy. Be careful, however: a patient sub driver will gladly pick 
off an incautious flanker. 

Running away in a surface ship will do little to save you; your aft end is no 
more armored than your front. Best to keep your attention on sinking the 
other guy. 

There is a critical 1.5 second period of surfacing for a submarine when the 
sub driver thinks he's still safe, but the surface ships can fire at will. Use this 
window to stop the subs before they get started on the surface. 


Related Web Sites: The Wolfpack (http: / /www.geocities.com/Pentagon/ 
2446/) is a gathering point for many Iron Wolves. Other links can be found 
from the Iron Wolves home page at http:/ /www.on-line.co.uk/. 


SU-27 Flanker 


Publisher/Developer: SSI. 
Number of Players: Sixteen. 


Recommended Hardware: Windows 95, 486/66, 8MB RAM, 2x 
CD-ROM, mouse. 


Required Software: You must purchase the SU-27 CD-ROM directly from SSI/ 
Mindscape or a local retailer. In addition, to play multiplayer over the Internet, 
you'll need Kali (http:/ /www.kali.net) and the SU-27 version 1.2a patch. A 
free demo of SU-27 Flanker is available at http:/ / www.ssionline.com / demos/ 
demos.html. 
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Where to Play: Use Kali's internal systems to find others ready to fly Russia's 
finest with and against you. Choose one player to host the session while others 
join in. 


Figure 9-9: If you can't call the ball with ease, there are other options available to deal with the 
landing sequence. 


Synopsis: Not every flight simulator concerns the towering West slapping 
under powered MiGs around with ease. A small team of dedicated Russian 
programmers have crafted SU-27 Flanker, a state-of-the-art simulation of their 
country's finest fighter to date. Battle rages over the Crimea as Soviet states, 
Russia and the Ukraine, try to settle old scores with the newest hardware. 

SU-27 has earned accolades for its intense realism. The real Flanker is a 
truly advanced air superiority fighter, and the engine models all its details— 
helmet-mounted target designator, standoff look-down/shoot-down, and the 
complex fly-by-wire system. The flight model exudes realism as well, with the 
usual caveat that entails practice, practice, practice. 

You and your buddies will be flying missions with and against each other 
over the Crimea. The included mission editor is quite powerful, allowing the 
editing of virtually every characteristic of the mission and making for vast 
variety in your play sessions. 
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The action will be furious as other SU-27s, the famed MiG-29, and the hardly 
less classic F-16 and F-15 vie for control of the skies. Air defense will be thick as 
well, so watch out for missile lock tones from the ground as well as the sky. 

The graphic engine is clean, with plenty of detail. Some may feel that the 
textures are too sparse; yet this Spartan approach allows the game to run 
smoothly on most computers. The graphic structures provide plenty of infor- 
mation for the attentive; however, control surfaces on plane models move 
visibly, and you can home in on your ground targets using the illumination of 
the street lights. 


Hints, Tips & Tricks: When attacking heavily defended targets like ships, firing 
off a single shot won't do the trick. You'll need to swamp their defenses or 
surprise them; otherwise, you can waste an entire payload piecemeal on a 
single target. 

The AI opponents are quite deadly, but you can use their tricks against 
them. Most of their tactics revolve around intelligent energy management, 
and they expect you to do the same. Be drastic when you hear a tone and 
you may survive. 

Master the padlock view. SU-27 Flanker has an excellent one, and knowing 
how to use it makes all the difference. The real-life Flanker pilots are strapped 
in too tightly to move their heads around very much, so your visual field will 
be smaller than you may be used to. Use the padlock to take advantage of 
what you can see. 

Learn from your enemies. Ask your opponent to save their .trk files, and do 
the same. After the action, swap the files and study the dogfight from their 
points of view; see how you foxed them (or how they got the bead on you!). 


Related Web Sites: Eric Joiner's Su-27 Web site (http:/ /www.gttweb.com/ 
$U27/index.html) is an excellent starting place for a fan of the Flanker. Chat 
live with other Su27 jockeys using Java at (http:/ /www.gttweb.com/gttweb / 
cgi-bin/netforum/ flanker /a/1). And, if in doubt, the old standby works as 
well—just type in what you're looking for and a .com and see what comes 
up—in this case Su27 Flanker On-Line (http:/ /www.su27-flanker.com/). 


Publisher/Developer: Imagic Online. 


Number of Players: Hundreds simultaneously, acting in a persistent 
environment. 
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Recommended Hardware: 486DX/33, 16 MB RAM, 9600 kbps modem, joystick 
for DOS (Windows 95 and Macintosh versions also exist). 


Required Software: You can either download all the software for free from 

http:/ /www.cigames.com / warbirds/, or order a CD-ROM containing all the 
needed software. There are actually several different packages you can download 
in a variety of ways, ensuring that you only have to download what you want. 


Where to Play: You'll need to set up an account on icigames.com; once that's 
done, you'll always have a dogfight to join—WarBirds runs 24 hours a day, 
seven days a week. The first five hours of play are free to allow new players to 
decide whether the experience is worth the hourly fees. 


Figure 9-10: Slipping up under the sweet spot on a P-51 with tracers blazing your trail. 


Synopsis: WarBirds is more than your average everyday World War II flight 
simulator. It is a virtual community of enthusiasts who gather in one huge 
arena to make aerial war upon one another. 

But first, the flight model. WarBirds uses a flight model significantly differ- 
ent from most other flight simulators. Rather than using simple lookup tables 
for most information about a given plane (maximum speed at various alti- 
tudes, and so on), the model in WarBirds is force-based—what is being simu- 
lated is the forces on the planes, rather than just the planes themselves. 
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The effect of this distinct difference is advanced realism. Performance does 
not mysteriously change at arbitrary breakpoints; the forces acting on the pro- 
peller, for example, change under various conditions, prompting a change in the 
plane's behavior. Torque, flat spins, and tail slides are all a part of this model. 

The damage model is significantly different that your average simulator as 
well. Where many simulators depend upon the invisible damage bubble, in 
which all damage is done in aggregate to the target plane, WarBirds actually 
defines the various portions of the plane as targets with various effects. When 
you shoot an enemy's left wing enough, the left wing will fall off. Lucky hits 
can blow the gas tank; engine hits have obvious effects that are quite different 
from tail hits, and matter quite differently to the distressed pilot you've just 
chewed on. Aiding in this damage resolution is a large amount of information 
present about the weapons themselves; individual guns are rated for diverse 
characteristics like rate of fire, muzzle velocity, and even convergence (the 
distance in front of the barrel at which bullet streams from different weapons 
will meet). Actual declassified World War II test data went into the making of 
this evolutionary advance in design. 

For those players who may find that level of detail overly daunting, a 
special arena has been set aside with a simpler, fly-by-wire system to cut their 
teeth on before jumping into the deep end of the WarBirds pool. 

This engine detail is only a small part of the overall picture. The primary 
lure of WarBirds for most of its players lies in other players. There are no 
drone planes or artificial-intelligence-controlled vehicles sharing the sky with 
humans; if you can see a plane, it's piloted by a fellow human, intent on aiding 
or destroying you. The inherent unpredictability of human foes means that the 
game is constantly refreshing itself. 

The background story of WarBirds, such as it is, is the story of four large 
nations at war over island territories. While many players develop an affinity 
and even a loyalty to one of the nations, in practice there are no restrictions to 
working for more than one, or even all of the powers. The nations battle over 
the smattering of air fields on the islands and the carrier task forces meander- 
ing between them; any nation can take and use these assets (until someone 
else comes and takes them over). 

More important to individual players than the nations is the wide variety of 
squadrons. These are groups of players who share common interests and who 
agree to fight at common times. If you are not invited to join an existing 
squadron, feel free to start your own. Of course, many players are happy to 
lead solitary existences as lone wolves, fighting with and against various 
squadrons as the whim takes them. 

These squadrons are another example of the tightly knit community that 
makes up the WarBirds pilots. Members often hold roundtable discussions of 
tactics and teach newcomers the basics of flight. Individual squadron Web 
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pages abound, giving additional detail and color to each group, the planes 
they prefer, and the pilots who fly them. A central BBS is maintained for addi- 
tional continuity, and a face-to-face convention is being held this year. 

A special feature of WarBirds is the historical scenario. At a prearranged 
time, dozens of WarBirds pilots will convene to re-fight a historical battle. For 
example, the first historical event was the battle of Kiel, in which 40 American 
P-51s escorted a flight of 18 B-17Gs to a target in Germany. Tasked to stop this 
mission were an even mix of German ME-109s and FW-190s. 

Subsequent historical and other special events have been met with excite- 
ment from the community. Individual players only get one life per mission, so 
tensions run especially high. Prior to the event, chains of command are estab- 
lished, with orders being given through e-mail long before the battle is sched- 
uled to occur. The sense of purpose sets these sessions far apart from the 
typical free-for-all furballs. 


Hints, Tips & Tricks: First and foremost: know your plane. WarBirds sports a 
variety of combat aircraft with widely varying characteristics. Do you turn 
faster or slower than average? Do you mount six forward-firing cannons or a 
simple twin machine gun? Knowing where you stand compared to the others 
cuts your learning curve immeasurably. 

Many multi-plane combats can devolve into turning contests. To turn faster, 
and thus win the contest, there are a few tricks. Angle your nose slightly 
downward (which will help you maintain speed). Experiment with which flap 
setting can help you make the turns; individual planes differ. Most planes can 
roll faster than they can turn, so make use of those abilities where applicable. 
Ride the edge of a stall, if you are sufficiently skilled. Finally, remember that 
turn radius is as important as turn rate; if you're lining up the other guys 
consistently, you're doing the right thing regardless of how you achieve it. 

The things you do going into a battle often have more to do with victory 
that than things you do in the battle itself. Always come in with the sun at 
your back. Commit to an attack and follow through; half-measures favor your 
opponent. Attack in groups whenever possible, and keep an eye on all your 
enemies. Practice with your squadron, and fly in formations whenever pos- 
sible. Don't dive randomly into a skein of enemy craft; you'll select a single 
target, down him, and then be downed yourself. This is no way to get ahead. 
Instead, pick out the plane that is the worst threat to your aircraft and dive 
into him, taking him by surprise. Deal with the others in turn. 

Watch your six, the area directly behind your aircraft. That never changes. 
Never fly straight more than three seconds at a time. If this means cutting 
down on your radio use, do it. When you fly straight, you accumulate enemies 
on your tail. The next rounds you hear will be ripping through your fuselage. 
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Given the social nature of the online community, a few protocol tips are in 
order as well. The first and most obvious is: don't shoot down your fellow 
countrymen. Treat them with more respect than that; don't try to boss people 
around, and don't sweep in and steal a kill from an ally. Use the radio to 
communicate with others, but don't make a pest of yourself with it—this is a 
fight, not a chat room. 

Compliment your enemy on a good fight, even and especially as you 
tumble to the ground in a ball of flame. Good sportsmanship can go a long 
way towards improving the online environment. Help your countrymen out 
whenever possible, especially the newcomers. You never know when you may 
need a wingman to bail you out of trouble. 


Related Web Sites: WarBirds sports a large fan base, which has divided its 
Web efforts into three types: personal pages, squadron pages, and pages 
about general aviation. A comprehensive list is maintained at http:/ / 
www.icigames.com / warbirds/links/wblinks.cfm; surf widely from there to 
several dozen pages offering megabytes of information on the game. 


Moving On 


The flight simulation community is very active on and off the Internet. A 
recent Air Warrior convention brought players from as far away as Sweden to 
meet their American squadron mates, and some of their adversaries as well. 
As you've seen in this chapter, there is plenty to keep them busy. 

In Chapter 10, "Sports," individual performance in battle will still be impor- 
tant, and sometimes players still sacrifice themselves for the good of the team, 
but without the life-or-death peril of a high-tech dogfight. Let's go there now 
and see what all the fans are cheering about. 


os games have always been a major revenue source for industry pub- 
lishers, but because of frame rate concerns and other hardware issues, these 
types of games tended to be developed for videogame platforms first. Over 
the last five years or so, more sports titles have been released for the PC mar- 
ket and the demand to put these games on the Internet is just getting up 
steam. As a result, although fantasy sports leagues have always been popular 
on the Internet, commercially produced sports applications are not currently 
represented as well as other genres. But the times are changing fast, and some 
companies, like Sierra, are leading the way. 

What is exciting about this category is that some of the games are becoming 
so realistic that the lines between coverage of the real sport and its electronic 
counterpart are blurring. For example, Golf Web (http: / /www.golfweb.com) 
covers all the news of the real tournament circuit and sells equipment, travel 
packages, and so forth, but it also sponsors online tournaments using games 
like Links LS and Jack Nicklaus Online Tour. 

The method to the madness is easy to understand. If you're an enthusiast of 
a given sport, from NASCAR to football, you are just as interested in playing 
that sport vicariously as you are in watching it, following news about it, or 
buying merchandise associated with it. It seems simple on the surface, but the 
myth that games are for kids has been prevalent for so long that most compa- 
nies didn't realize that the same consumers who buy their golf clubs swing a 
virtual set of them regularly as well. 
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Gaming is a universal pastime, and the passion people put into it, just like 
any other hobby, isn't limited by age, race, religion, or any other demographic 
factor. Everyone on earth has played a game of one form or another, so don't 
limit yourself to thinking of games only from an MPOG point of view. And 
sports gaming on the Internet, even MPOG gaming in general, can help us 
realize just how much we do have in common. Ready to play? 


Big Red Racing 


Publisher/Developer: Domark. 
Number of Players: Six players per race. 


Recommended Hardware: DOS or Windows 95, 486DX2/66 MHz, 8MB RAM, 
mouse or joystick, 2x CD-ROM, 28.8 kbps modem. 


Required Software: You must have the Big Red Racing CD-ROM or a MPOG- 
capable demo of the game. 


Where to Play: The best way to play Big Red Racing is in conjunction with 
Kali. Check the Kali ladders to find other players, or visit the Big Red Racing 
Motor Club (see "Related Web Sites" below). 


Figure 10-1: Big Red Racing is definitely not your run of the mill racing simulation. No other 
game lets you race a backhoe, snowmobile, or 14 other non-standard vehicles. 
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Synopsis: Some people would contend that racing games are racing games, 
and one is just as good as the next. But the reality is much different than that. 
Sure, anyone can turn out a generic driving program, and the store shelves 
have been littered with them over the years, but to step above the pack, devel- 
opers have to put something more into a game. In the case of Papyrus’s 
NASCAR series (see below), that difference is uncompromising realism. In the 
case of Big Red Racing, it’s humor and originality. 

Big Red Racing puts you in the driver’s seat of dump trucks, backhoes, 
snowmobiles, helicopters, and a dozen other unusual vehicles that you won't 
find in any other racing game. Now, it must be said that not all of these ve- 
hicles feel as different as they should, but nothing is perfect. They are different 
enough to make this product truly unique. 

The 16 vehicles compete on one of 24 tracks, most of which are designed to 
compliment one of the vehicles and be adverse to others. For example, the 
default track for dump trucks is a rock quarry, but other vehicles can race 
there also, they just have a harder time of it. And snowmobiles dig in on ice 
while other vehicles slide about madly. 

The SVGA mode runs slowly, so most players usually will opt for the less 
pleasing but speedier VGA setting. In addition to the standard control devices 
(mouse, keyboard, and joystick), Big Red Racing also supports most of the 
specialized racing peripherals (floor pedals and steering wheels) produced by 
Thrustmaster, CH Products, and others. Most third-party manufactured PC 
game pads are supported as well. 

The solitaire mode took some flack when the game first came out because 
there wasn't a save game function for tournament play. As a result, players 
had to win a fixed number of races at each of the difficulty levels before moving 
on to the next level and, as soon as they lost one race, they had to start over at 
the beginning. Well, this isn't an issue for online multiplayer tournaments. 


Hints, Tips & Tricks: First, here are some undocumented keyboard commands 
that might prove useful. If you are having trouble running the game at an 
acceptable frame rate on your machine, use the +/- keys to change the screen 
size. The smaller the screen, the less detail you will see but the faster the 
game will run. Also, you can use the PrtSc key to save a PCX file to the 
racing directory. After all, everyone likes to send snapshots of themselves in 
action to their friends. 

Next, a lot of players have complained about the difficulty of controlling 
the helicopters in the game. Here's the trick. Although most of the keys per- 
form the same function as for other vehicles, the nitro key is how you increase 
the collective (which controls the angle of attack of the rotor blades) on the 
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helicopter for upward thrust. When it is not depressed, the helicopter falls 
gently over time until it reaches an automatic hover low over the ground. 

Another piloting skill you must master is the high-speed slip turn. If you 
try to turn a helicopter like any other vehicle, you will turn wide every time 
and lose the race. Instead, use the helicopter's unique abilities to your advan- 
tage. When you are approaching the turn, turn the nose of the helicopter 
toward the inside of the turn and allow your forward momentum to carry you 
past the corner. Keep pointing your nose at the inside apex of the turn while 
your airspeed bleeds off. As soon as you have momentum in the opposite 
direction to come out of the turn, turn your nose to the center of the track 
again so you don't accidentally overshoot the inside track boundaries. Practice 
this skill, and soon you will slingshot around every corner and decrease your 
lap times considerably. 


Related Web Sites: The Big Red Racing Motor Club ( http:/ /www.snip.net/ 
~nashua/brr.htm) features a club ladder, Kali member lists, Mplayer member 
lists, and loads more. 


Publisher/Developer: Megamedia Corporation. 
Number of Players: Eight per game. 


Recommended Hardware: 486DX2/66, 8MB RAM, Windows 95, DirectX 3.0, 
and 20MB hard disk space. 


Required Software: Visit http:/ /www.megamed.com/ cgi-bin/ 

Form processor/Forms/crushdload.cgi. Download the Crush! Deluxe Demo 
and DirectX 3.0 (unless you already have this installed). Install the Mplayer 
client software provided on the Companion CD-ROM unless you have already 
done so. 


Where to Play: Crush! Deluxe can be played on Mplayer. 


Chapter 10: Sports € 195 


Figure 10-2: Crush! Deluxe is one of the few sports games to employ turn-based strategy 
as opposed to real-time action, but the formula works well for this game. 


Synopsis: Crush! Deluxe is a turn-based strategy sports game set far into the 
future. Those of you who are familiar with Blood Bowl, either the Games 
Workshop board game or the computer game derivative by MicroLeague, will 
recognize some similarities in this title. You take the role of a coach trying to 
lead your team to the championship. You guide your players as they stalk 
through labyrinth-like arenas searching for the Bionically Augmented Lower 
Lifeform (B.A.L.L.). When the B.A.L.L. is found, you frantically battle for 
possession as each team struggles to be the first to carry the B.A.L.L. into the 
goal or stomp their opponents into oblivion. 

There are eight different species from which to build your team, all with 
their own special attributes. There are also 23 different pieces of illegal equip- 
ment that can be smuggled into the arena, if you can get it past the Rules 
Enforcement Fiend (R.E.F.). You also take the role of general manager, respon- 
sible for keeping the team within the budget. As team members develop and 
earn experience points, you decide how to spend them (on one of the 28 differ- 
ent skills). When individual characters improve, they will demand higher 
salaries to play and sometimes develop one or more of the 12 different quirks. 
Quirks help individualize the characters in the game. For example, a player 
might develop a fear of teleporters, so you must take that into consideration 
when you develop your game strategy. 
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The tournament options are some of the best features of Crush! Deluxe. 
Coaches can play consecutive seasons with the same team, building the skills 
of the players who survive each season over time. Eventually, the best players 
will still age and be forced to retire. Coaches can also call upon their reserves 
to replace the dead and injured as the season progresses. 

Each league consists of 12 teams and includes end of season play-offs and 
championship games. Coaches must manage their budgets both during and 
between seasons. These limited funds are not only used to re-hire experienced 
members of the team; they are also needed to draft free agents and to purchase 
equipment for the team. In Crush! Deluxe, don't think of equipment as hel- 
mets and pads—think weaponry. Sure, this stuff is illegal and, if you get 
caught by the REF bringing it on the field, you will lose it (and the money it 
took to buy it), but REFs are not always diligent in their duties, and when you 
do get weapons on the field, you have a big advantage. 


Hints, Tips & Tricks: The key to winning is to understand the strengths and 
weaknesses of the various races that compose the teams. Your strategies must 
capitalize on the strengths of your team concurrent with driving a spike into 
the Achilles' heel of your opponents. Beginners should cut their teeth with a 
human team, because they are extremely well balanced both offensively and 
defensively. They don't particularly excel at either, compared to some of the 
opposition, but they aren't plagued with weaknesses either. 

Here are some basics on the races portrayed in the game: 


B Curmians can streak around at blinding speed and leap over obstacles in 
their path, including opposing players, but they can't take a hit. As such, 
their potent offensive capability diminishes over the course of a season 
through death and injury. They are a good choice for single games but a 
poor one for season play. 


W Dragorans are not quite as agile as Curmians, but they are a lot more 
durable. They are the most capable offensive players and post a credible 
defense, but they are expensive, too. With salaries to match their egos, 
these players can drain your budget quickly, making it difficult to find 
funds to buy special items for the team. 


W Gronks are unquestionably the most powerful and brutal species in the 
game, but they are also numbingly slow. When they can catch an oppo- 
nent, they can generally put him out of the game, if not the season. 
Consequently, Gronks are hopelessly outmatched against Curmians. 


W Kurgens aren't as powerful as Gronks, but they are still very fierce and 
can do a lot of damage in close quarters with their fangs and claws. They 
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are faster than Gronks however, so they have above average defensive 
capabilities as a team. And they aren’t slouches offensively, either. 


@ Nynaxs don't hold up well in one-on-one confrontation with any of the 
other species, but if you can keep them grouped together, they act to- 
gether. Together, they can take down the nastiest opponents like a school 
of piranha. Since you have a limited number of them though, grouping 
them also brings out their inherent weakness as a team; you must leave 
gaps in your defensive coverage that other players can exploit. 


Æ Sliths are the bad boys of the game, proving themselves to be a match for 
almost any other race on any given day. They are tough, smart, and 
quick. They have a slightly better defensive repertoire than offensive, but 
they can score goals with the best of them. 


W XJS9000s are inexpensive replacements for injured players. They don't 
hold up well in a crunch against any of the races, but coaches with over- 
extended budgets won't have any choice but to use them to plug their 
defensive holes and at least slow down the opposition's scoring chances. 


Related Web Sites: None yet, but this is a plucky little game and you can 
expect some league sites to crop up soon. 


Front Page Sports Baseball 96 (97/98 Coming Soon) 


Publisher/Developer: Sierra OnLine. 
Number of Players: Two per game, dozens per league. 


Recommended Hardware: Minimum configuration is a 486/66, 8MB RAM, 
(conventional free memory: 576K), 2x CD-ROM drive, 10MB free disk space, 
MS-DOS 5.0 or higher, SVGA (640x480x256 colors). The recommended con- 
figuration is a Pentium with 16MB RAM, 2x CD-ROM, and mouse, with other 
settings as listed. 


Required Software: You must own the Front Page Sports Baseball 96 CD-ROM. 


Where to Play: The Sierra Internet Gaming System (SIGS) is the best way to play 
Sierra games over the Internet for free. Once you have purchased a product such 
as Front Page Sports Baseball 96, Front Page Sports Golf (see below), Trophy 
Bass 2 (see below), or Football 97 (see below also), and you are connected to the 


198 e 


The Online Gaming Starter Kit 


Internet, simply hit the multiplayer button and you will be launched into an 
easy to understand gathering place. The Sierra servers will recognize your 
software and automatically update your game to the latest version. Then, you 
have the option to join an online game at the skill level you specify, from 
rookie to expert. Other SIGS features include: public and private chat rooms, 
favorite player lists (akin to AOL's buddy lists), and a little ditty that lets 
people play at work regardless of server firewalls designed to prevent “non- 
productive" fun during business hours. Thank you, Sierra! 


PERELE EEE 
final 2/0 : 


Figure 10-3: FPS Baseball is a hard-core simulation of the sport, from the batter's box 
to the center-field stands and everything in between. 


Synopsis: If you love baseball, you'll love this game. FPS Baseball is a thinking 
person’s game. Managing a team through a season of play to the World Series 
is an achievement in anyone’s book, and this game doesn’t stop there either. 
You might see members of your squad inducted into the Hall of Fame or 
receive other noteworthy accolades like the Cy Young award. 

During individual games, either players or the AI can control hitting and 
fielding for each individual player, but they must manage the team. The nice 
thing is that, unlike a lot of other baseball simulations, the FPS AI models for 
individual players are fairly accurate. Every player gets charged with an error 
now and then, but the frequency of each player’s blunders closely mirrors 
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what you would expect to see in the real season. As such, you almost feel like 
you shouldn't do anything but manage the team. 

And just sitting back and watching isn't as bad as you might think. The 
game features stunning 3D-motion capture routines that let you enjoy the 
particular quirks and body movements of familiar players. There is nothing 
generic to it at all. If a particular player always hitches his pants up after a 
base hit, it's in the game. And a feature called the Camera Angle Management 
System (CAMS) lets you watch the action or any replay from virtually every 
possible camera angle you could imagine, from the dugout to the cheap seats. 
And you can zoom in on individual players as close as you like and follow 
them throughout the play. 

Ambient sounds are handled nicely as well. Vendors make their rounds, 
hecklers raise their voices to be heard above the crowd, and everyone gasps and 
holds their breath when the opposing team sends one streaking toward the wall. 
Even the pop of the ball in a glove sounds different between the third baseman 
fielding a scorcher down the line and a right fielder catching a pop fly. 

As immersive as it is, however, the factor that most sets FPS Baseball apart 
from the competition is realism. If you have an older version of the game, there 
are two patches to download from the Sierra Web site. One "fixes statistical 
problems, improves the performance of the AI, performs cosmetic fixes for 
stadiums as well as adding the Legends and Stadium teams for Baseball Pro '96, 
and has numerous other improvements." The other is an updated Help file. 


Hints, Tips & Tricks: Use real-world strategies to get real-world results. You 
decide when to call for a steal, bunt, sacrifice fly, or when to pull the pitcher. 
And count on your players for real world blunders and game saving heroic 
moves on occasion as well. 


Related Web Sites: Since this is as close to real baseball as you are going to 
get, visit ESPN Sports Zone (http:/ /www.epsn.com) or any of the hundreds 
of other sites dedicated to the sport to find out the latest exploits of your 
favorite players. 


Front Page Sports Football 97 (98 Coming Soon) 
Publisher/Developer: Sierra OnLine. 


Number of Players: Two per game, dozens per league. 
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Recommended Hardware: Minimum configuration is a 486/66, 8MB RAM, 
(conventional free memory: 576K), 2x CD-ROM drive, 10MB free disk space, 
MS-DOS 5.0 or higher, SVGA (640x480x256 colors). The recommended con- 
figuration is a Pentium with 16MB RAM, 2x CD-ROM, and mouse, with other 
settings as listed. 


Required Software: You must have the FPS Football 97 CD-ROM to play online. 


Where to Play: SIGS, see FPS Baseball above. A new patch for Front Page 
Sports Football 97 is now available that will correct many of the problems that 
have been reported by users. This new patch addresses Internet issues, so 
complete game play can now occur. Also, team files are exchanged at a much 
faster rate, plays can be called, and chat can be used. Please visit the patch area 
at http:/ /www.sierra.com/support/technical/patches.html to see which 
version you need. 


Time: 1.9 


Figure 10-4: FPS Football is grounded in gritty realism just like its sister product FPS Baseball. 
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Synopsis: FPS Football is as aesthetically pleasing as FPS Baseball. You can 
watch the action from any vantage point, hear bone crunching tackles up close 
and personal or from a distance, and feel like you're getting wet when it 
decides to rain (no game delays in this sport). 

But once again the strong suit of the program is realism. Individual players 
have exhaustive AI routines to ensure they perform as realistically as possible, 
and the game's playbooks are cutting edge. Coaches select formations and 
options in real-time and nothing has been spared from the control interface. 

Simply put, this is the quintessential football game online. The only upcom- 
ing product that has a chance to defeat this dynasty is Jimmy Johnson Foot- 
ball, from the VR Sports line at Interplay. But that match-up is still undecided. 


Hints, Tips & Tricks: As with FPS Baseball, adherence to real-world play calling 
conventions and game strategies will yield the best win/loss ratio. 


Related Web Sites: Again, any conventional sports site will keep you abreast of 
the latest developments in the sport. 


Front Page Sports Golf 
Publisher/Developer: Sierra OnLine. 


Number of Players: One to four players per group teeing off. Unlimited groups 
in tournament play. 


Recommended Hardware: Minimum system: Win95, Pentium 60, 16MB RAM, 
VGA 640x480x256 colors, mouse, 2x CD-ROM, Sound Blaster compatible 
sound card w/DAC, 20MB free disk space. Preferred system: Pentium 90+, 
SVGA 1024x768x64k colors, 32MB RAM, 4x CD-ROM, Windows 16-bit sound 
card, 45MB free disk space. 


Required Software: You must own the FPS Golf CD-ROM to tee up online. 


Where to Play: SIGS, see FPS Baseball above. 
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TriClick 


Par 5 


4 4 yr] 3 E 
Figure 10-5: Not only does FPS Golf look gorgeous, it also features a new method of control 
called TrueSwing that makes three-click ball control (the prior standard) obsolete. 


Synopsis: Front Page Sports Golf features TrueSwing, the innovative mouse- 
based golf swing that lets you pull the mouse backward for the backswing, 
then push forward for the follow-through. Execute slices, hooks, chips, and 
straight long shots depending on the force and angle of your mouse motion. 
Because this forces you to get your whole arm into the game, it has a much 
more realistic feel to it than the standard three-click routine other programs 
use (the first click starts the backswing, the second starts the follow through, 
the third is the wrist snap). The old method turned computer simulations into 
a game of timing, not stroke. Make the third click too early and you sliced, too 
late and you hooked. Nevertheless, for players who have become comfortable 
with that method of control, that option is still available. 

Vance Cook, formerly the driving force behind the Links products from 
Access, is the lead designer for FPS Golf, the first title to come out of his new 
development company, Headgate, Inc. This product is the culmination of 
almost a decade of golf simulation development. This title also features the 
most realistic physics models for ball flight, roll, and collisions ever produced. 

Hard-core purists will appreciate all that, but casual players can also enjoy 
the charming ambiance of the program. All the current courses (The Prince 
in Hawaii, The Pete Dye in West Virginia, and Coeur d'Alene in Idaho) are 
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beautifully rendered in loving detail, complete with texture mapping, shad- 
ows, and atmospheric effects. And to look at all this loveliness, the program 
allows you to view multiple camera angles at the same time in a picture in 
picture affect. 

It’s a very realistic sounding environment as well. You get a lot more than 
the obligatory bird chirping and the slap of the ball in the cup with this game. 
Creeks trickle, lawn sprinklers kick on, airplanes pass over, greenskeepers 
drive around on their mowers, and don’t be surprised if someone asks you to 
play through if you are taking to long to make the next shot. 

You can choose from 12 types of play, including skins, four-ball, scramble, 
and Ryder Cup formats, among others. There is also a great feature which lets 
you generate computer opponents with customized abilities who learn and 
get better as they play. But hey, why do you need that when there are hun- 
dreds of players waiting to take you on online? 


Hints, Tips & Tricks: Practice with TrueSwing a lot before going online. Mouse 
speed, angle, and distance of travel all impact your shot. You might want to 
clean your desk off to get a good unimpeded path of travel before competing 
with this system. But once you master it, you'll love it. 


Related Web Sites: Visit Golf Web at http:/ /www.golfweb.com or ESPN 


Sports Zone at http:/ / www.espn.com to keep up with your favorite players 
and also find out where the online golf tournaments will be held. 


Jack Nicklaus Online Tour 
Publisher/Developer: Accolade. 


Number of Players: Standard foursomes. Unlimited groups for tournament play. 


Recommended Hardware: Pentium, 16MB RAM, SVGA, mouse, and 
2x CD-ROM. 


Required Software: You must have the Jack Nicklaus 4 CD-ROM to play the 
game offline, but you can download the online-only version to participate in 
the tournaments on ARIES. 


Where to Play: Kesmai's ARIES Online Network. 
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Figure 10-6: Jack Nicklaus 4 may not pop your eyes out, but its turn-based approach promotes 
chat and socializing among players while waiting for their turn. 


Synopsis: Unlike most of its competition, Jack Nicklaus Online Tour does not 
require a low-latency connection to work. Players gather at a clubhouse to 
chat, set up their foursomes, do business like in the real world, and launch 
their game of Jack Nicklaus 4. Because of Nicklaus’ long time association with 
this line of products, you can expect the online tournaments to be sponsored 
by many of his offline sponsors. That means prizes, good prizes, can be won 
by those who rise to the occasion. 

And one of the other things that sets this golf game apart from the rest is 
the course design feature. Nicklaus is a world-renowned course designer, and 
the series has always included build utilities that allow players to layout their 
own courses, from placing troublesome vegetation along the fairway to sculpt- 
ing undulating greens. Players have built a huge library of swap courses on the 
Internet, and everyone who springs for the boxed version of Jack Nicklaus 4 can 
download these at AIRES and play them offline—but online-only players won't 
have this luxury. They can only play those courses uploaded by the server 
administrators for tournament play. Owners of Jack Nicklaus 4 can also submit 
their own course designs for consideration for upcoming tournament play. 
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There are three types of tournaments: opens, invitationals, and invitationals 
with open qualifiers. An invitational is for people who've been accepted for a 
tournament. Opens and invitationals with open qualifiers are open to every- 
one, but one or more qualifying rounds are used to narrow the field before the 
tournament begins. Tournament play occurs simultaneously for all users, so 
there is no waiting for someone to clear the green before you can hit up. But, in 
recognition of the occasional flakiness of the Internet in dropping players for no 
reason, the program does allow groups to continue their round if one of the 
original members gets bumped offline, and the player who drops off can come 
back and finish his or her round with another group without penalty. 


Hints, Tips & Tricks: None yet, Jack Nicklaus Online Tour will release this fall. 


Related Web Sites: As with the other golf programs, you can visit Golf Web or 
any of the other major sports sites for related information. 


Monster Truck Madness 


Publisher/Developer: Microsoft. 
Number of Players: Eight per race. 


Recommended Hardware: Pentium, Windows 95, 8MB RAM (12MB recom- 
mended), 20MB free disk space for a compact installation, 100MB hard drive 
space for a typical installation, 2x or faster CD ROM drive, SVGA, 256 color 
monitor, mouse or other pointing device, joystick, sound board with speakers 
or headphones, Hayes-compatible modem. 


Required Software: You must have the Monster Truck Madness CD-ROM. 


CD-ROM _ Where to Play: Use the Kali software included on the Companion CD-ROM to 
TT find other MTM players and connect with them. 
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Figure 10-7: The action in the Monster Truck Madness racing arena can get pretty intense. 


Synopsis: We said earlier that every racing game has to have a hook or a gim- 
mick to pull in front of the pack. With Monster Truck Madness, that gimmick 
is the ability to drive some of the most insane metal to ever hit the track. You 
would not feel this out of control and still be racing in most other games. 
Monster Truck Madness features three skill levels and three types of racing: 
rally, drag, and circuit. There is also a tournament mode that requires players 
to compete in all areas, and let’s throw ina little car crushing for good mea- 
sure while we are at it. 

The game includes more than a dozen tracks, each with unique terrain 
features in addition to the expected mud and water pit routine. But who needs 
a track when you're driving a monster truck? It's like the old joke about the 
800-pound gorilla; he goes wherever he wants to go. 

The 3D landscapes are great, but the wide variety of viewing options really 
puts the graphics package over the top. Sure, it's a hard drive hog (100MB) but 
the installation is worth it. You can hop around the track at will and see what the 
other drivers are seeing from behind their wheels, jump in a chase car that 
follows your vehicle (this is one of the easiest views to race in), and even get the 
sky cam view from the blimp. Also, you can allow the program to automatically 
choose the best viewing angles based on what is going on at the moment. 

But the best part of the game is that the controls really feel different, as they 
should. You aren't driving NASCAR here, and getting the feel of those huge 
dirt track tires is half the fun. Microsoft did an outstanding job of capturing 
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the feel of being strapped on the back of a raging, out of control elephant with 
only a 2 x 4 to steer with. You are in control at first, but its easy to get out of 
control and end up turtled and helpless on your back. That makes the victory 
circle, when you can get there, a much sweeter place to be. 


Hints, Tips & Tricks: If you type in TREX from the car selection menu, you get 
to "drive" a Tyrannosaurus Rex and munch the competition in ways that 
would not otherwise be possible. Check this one out from the blimp or in 
chase view. Also, here's a programmer's Easter egg (another name for a se- 
cret/ hidden feature of a game): When playing the Highlands Rally course, 
take the time to go off-road exploring for awhile. You will find a soccer field 
and a giant soccer ball that one or more trucks can play with. 


Related Web Sites: The Monster Truck Madness Association (MTMA) Head- 
quarters is located at http:/ /gamezone.line-art.com/mtma /menuframe.htm. 
You can sign up there for membership, join a racing team, sign up on the 
mailing list, and download utilities and custom tracks. Also, http:/ / 
www.snip.net/~nashua/mtma.htm has just a few MTM things including the 
Hall of Fame and Personal Track Reviews. 


NASCAR Racing 2 Online 


Publisher/Developer: Sierra OnLine/Papyrus Design Group, Inc. 


Number of Players: Eight human players per race on Kali IPX connect, 30 
human players per race on TEN. 


Recommended Hardware: Minimum configuration is 486/66, 16MB RAM, 
Windows 95 or DOS 5.0+, sound card with DAC capability, VGA, modem, 
mouse, and 2x CD-ROM. Preferred configuration is a Pentium 75Mhz or 
higher with 16MB RAM, SVGA, and a 4x CD-ROM. 


Required Software: You must own the NASCAR Racing 2 CD-ROM. 


Where to Play: The best place to play is on TEN, where every driver is a player 
just like you. But Kali works nicely also. 


200 © The Online Gaming Starter Kit 


Figure 10-8: NASCAR Racing 2 let's you draft with the big boys, and you feel like you're there. 


Synopsis: NASCAR Racing 2 is the best racing simulation released to date, bar 
none. This sequel to the original classic now supports 3D graphics boards, 
which not only allow many more objects to be onscreen simultaneously, but 
also for each of them to be much more detailed than before. All of the tracks 
and landscapes are completely re-rendered and the cars themselves look better 
than ever. Players can even apply custom paint schemes to their vehicles with 
a special editor utility. As we all know, looks aren’t everything, but fortunately 
NASCAR Racing 2 has a lot more going for it. 

For example, fans of the movie Days of Thunder will appreciate having their 
own crew chief on the radio now, even if it isn't old Robert Duvall. This AI 
controlled character keeps track of what's happening on the track ahead of 
you, who is leading and by how much, what your lap times are, and all of the 
other good information you need to stay on top of the game. These aren't just 
more audio wave files for the sake of atmosphere; they are very helpful over 
the course of the race, and they also help you get immersed in the simulation. 
You can almost see the guy on the other end of your headset standing there 
chewing tobacco and cussing at you under his breath for mistreating the car. 


Chapter 10: Sports € 209 


Car setups are critical to squeezing the extra seconds out of each track, but 
tire stagger and some of the more troublesome settings on the original game 
have been simplified here. As a result, you no longer feel like you are one 
second away from losing control, and you can swap paint a little more realisti- 
cally now. Like Bob said, ^...he rubbed you, and rubbing is racing, son!" 


Hints, Tips & Tricks: Practice drafting (driving very close behind other ve- 
hicles) to minimize the drag on your car and conserve fuel. You can also use 
the extra acceleration this gives you to slingshot around opponents when you 
are ready. But you must be patient. Stay in the draft until you are confident 
you have both the speed and an opening on the track to overtake the drivers 
you intend to pass. 

Every track has a groove, or best racing line. You can usually see this by the 
concentration of tire tracks, particularly where the line goes into the corners. 
Your best line depends on the setup of your car, and it might be a little inside 
or outside of those tire marks at different points on the track, but they are a 
good place to start. 

Everyone can go fast on the straightaways, but maintaining good speed 
through the corners is the trick to winning races. You can do several things to 
increase your cornering speed, some of which relate to your driving and some 
of which are functions of the car setup. To find the right driving technique for 
the various turns on a track, vary how early you brake going into a given 
corner and judge how well the car holds the line at these various braking 
points. Coming out of the corner, look for the earliest point you can begin 
accelerating again and still hold the line. When you find the combination that 
lets you brake at the last possible instant and accelerate at the first possible 
opportunity, you're on track to winning your race. 

The car set up functions can help you find these points also. Several factors 
affect cornering ability: weight distribution, rear spoiler settings, shock set- 
tings, and camber settings. The latter should only be modified as a last resort. 
Start with the default settings, then adjust one factor at a time, and test run the 
car between every adjustment. Otherwise, you will have "too many hands in 
the cockpit," and it will be a lot harder to find the optimum configuration. 
Some general guidance if your car is loose (i.e., wants to spin going into the 
corners) is to move weight forward or add a rear spoiler. You can also stiffen 
the right front shock. If you are loose coming out of the corners, move weight 
back or stiffen the left rear shock. 


Related Web Sites: Go to the source, http:/ /www.nascar.com, for all your 
racing needs. 
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Ten Pin Alley 


Publisher/Developer: ASC Games. 
Number of Players: Two to ten players. 


Recommended Hardware: Pentium 75 or higher, 8MB RAM, Windows 95, and 
2x CD-ROM. 


Required Software: Purchase the Ten Pin Alley CD-ROM. 


Where to Play: Use Kali and type in the DNS address of the server you will 
use and you are off. 


Figure 10-9: These polygons may not be pretty, but the pin action is 
pretty accurate in Ten Pin Alley. 
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Synopsis: This isn't the first bowling simulation and it will not be the last, 
either. A lot could have been done to improve the graphics of this program, 
but it does feature an excellent physics-based engine underneath the hood. 
Players use a three-click interface very similar to the one used by most golf 
simulations, only these clicks control the spin, power, and release point of the 
ball respectively. Armed with those parameters as the player inputs them, the 
balls behave fairly realistically. You will find it almost as impossible to pick up 
a seven to ten split as you do in the real world. And online leagues and tour- 
naments will keep you busy for as many frames as your arm can stand. 


Hints, Tips & Tricks: Don't wear loud shirts or other obnoxious clothing while 
playing. It annoys others, and you never look as good as you think you do. 


Related Web Sites: None. 


Trophy Bass 2 
Publisher/Developer: Sierra OnLine. 
Number of Players: Limited only by tournament size. 
Recommended Hardware: Minimum configuration is a 486/66, 8MB RAM, 
(conventional free memory: 576K), 2x CD-ROM drive, 10MB free disk space, 
MS-DOS 5.0 or higher, SVGA (640x480x256 colors). The recommended con- 
figuration is a Pentium with 16MB RAM, 2x CD-ROM and mouse, with other 
settings as listed. 


Required Software: You must own the Trophy Bass 2 CD-ROM. 


Where to Play: The best place to play Trophy Bass 2 is on Sierra's Internet 
Gaming Service (SIGS). See Front Page Sports Baseball above for details. 
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Figure 10-10: There's nothing like looking for a lunker on the Internet on a lazy 
afternoon. Trophy Bass 2 is the only game that will take you there. 


Synopsis: Some people may think it sounds silly to go fishing on the Internet, 
but they also may not realize just how much strategy goes into bass fishing. 
It's not just putting a worm on a hook, my friends. There are hundreds of 
possible lure and rod combinations—and don't forget your presentation (how 
you cast and retrieve each lure makes a difference). And of course you have to 
take all of the ambient conditions into account as well: wind, weather, water 
temperature, water depth, water clarity, and so on. You can exercise lots of brain 
cells in this game, but you still have to be lucky to catch that one really big fish. 
Trophy Bass 2 was created by Dynamix, a division of Sierra OnLine. You 
can play on any of ten lakes, each featuring topographical maps, accurate 
depth readings, structure, lily pads, stumps, snags—the works. Improved fish, 
lure, and lake AI combine to create fishing situations as close to the real thing 
as you will ever get without wetting a line. The boxed version lets you take 
solo trips with top bass pros who can help you refine your techniques, both for 
the game and the real world. But the best fishing action will be found online. 
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Online, you can choose competitive lunker tournaments against the clock, 
or leisurely cooperative trips with other players for the fun of it. Some of 
the newest tournament lakes are California's Castaic Lake, Florida's Lake 
Kissimmee, Arkansas' Bull Shoals, and Alabama's Lake Eufaula. Tournament 
and career games also now track prize money as well as points. And with the 
new Northern Lakes add-on pack, you can compete for any species: muskie, 
catfish, stripers, you name it! Owners of the original Trophy Bass product can 
upgrade at a reduced price. 


Hints, Tips & Tricks: You don't have to drive from one spot to the next on the 
lake. You could, but the game isn't a powerboat simulator. (You're online to 
fish, remember?) Just click on the map, and you can go straight to any spot on 
the lake without penalty in multiplayer timed tournaments. This differs from 
single player timed tournaments—but you don't have to worry about getting 
run down by other players eager to get to the next hot spot. 


Related Web Sites: There are thousands of general fishing sites on the Web, 
and dozens devoted to Trophy Bass 2. Here are three favorites if you enjoy 
this sport: 


http:/ /www.tb2club.com/ 
http:/ /www.basspro.com/ 
http:/ /www.cuc.com/ctg/cgi-bin/NAFC /home 


Virtual Pool 


Publisher/Developer: Interplay. 
Number of Players: Two per game, unlimited per tournament. 


Recommended Hardware: 486/66 with 8MB RAM, mouse, modem, and SVGA 
graphics. 


Required Software: You must install the ENGAGE client software included on 
the Companion CD-ROM, as well as the Virtual Pool front end. 


Where to Play: You can only play Virtual Pool online at ENGAGE. 
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Slammer 


Figure 10-11: The main advantage of Virtual Pool over other simulations of the game is the 
ability to line up your shots normally, as opposed to via an overhead two-dimensional view. 


Synopsis: Virtual Pool was designed by physicists and mathematicians to be 
the most realistic pool simulation game ever created. It offers full simulation of 
all pool actions, including friction, speed, collision, roll, and true computa- 
tional ball tracking. Using a mouse to interface directly to the cue provides 
realistic control and the ability to walk around the table, zoom in for a closer 
look, and finally to line up the perfect shot. Featuring superb 3DVX graphics 
and four game choices (8-ball, 9-ball, straight pool, and rotation), Virtual Pool 
Online is the ultimate in 3D pool simulation games. Virtual Pool Online is a 
game so real that it can actually improve your real playing abilities. Visit one of 
the eight pool halls to chat and find a worthy opponent for a challenging game. 


Hints, Tips & Tricks: Never bet with strangers. Always know where the back 
door is, keep yourself in a straight line to it in case of emergencies, and don’t 


get chalk on your clothes. It makes you look nerdy. 


Related Web Sites: None. 
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Moving On 


You can expect most, if not all, of the major gaming services to increase the 
number and variety of sports titles they offer over the next year or two. Also, 
these types of games naturally promote league and tournament play, always 
popular multiplayer activities. 

In Chapter 11, we will examine strategy games on the Internet. This genre is 
probably the most popular type of multiplayer game behind action games. So 
put on your thinking caps, kids; it's time to burn some brain cells. 
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Strategy 
Games 


Te gaming genre is perhaps the most popular during recent times, mainly 
due to the onset of some real-time titles like Warcraft and Command & Con- 
quer. Their interface is simple to pick up and understand quickly, and the 
action is fun and furious. Besides the additions to the original games like 
Warcraft II and Red Alert, there are now a plethora of titles from other compa- 
nies that copy the original real-time concept. Most only add a feature or use a 
different environment to re-create the same game over again. 

This is by no means true of all of these titles. Many of these games are new 
and original, and some are created to satisfy the demands of the new MPOG 
market. The advantages of MPOG are simple: you cannot figure out the Artifi- 
cial Intelligence (AI) tactics and then have an easy time with any game. You 
are now facing humans with different ideas and tactics, and unless you play 
the same people all the time and get to know their tendencies, the games are 
always interesting and different. 

This extends the life of games greatly. No longer do you have to wait for 
a popular game to develop more scenarios to keep the action interesting. 
Also, there are now regular tournaments for most of the games listed here, 
and rankings of players for people to challenge. Aspirations to climb to the 
top of a ladder keeps some people intrigued by a game for months and 
maybe even years. 

Just remember that if you win, it was skill and experience that got you 
there. If you lose, you spilled a drink on your keyboard, your dog peed on the 
surge protector, you hit the wrong key by mistake, your modem locked up for 
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a minute... well anyway, you get the idea. Most of the tips for the different 
games are generic and will work well for anyone. Some games will not be so 
easy, and it will take the player's own style and personality to determine what 
will work best for them. 


Baldies 


Figure 11-1: Yes, they look cute, but watch out for them. 


Publisher/Developer: Panasonic Interactive Media Company /Creative Edge 
Software LTD. 


Number of Players: Up to four players at a time. 


Recommended Hardware: 486DX2/66, AMB RAM (DOS) or 8MB RAM (Win- 
dows 95), AMB disk space, SVGA (for Windows 95), 2x CD-ROM drive, DOS 
5.0 or Windows 95, Sound Blaster or compatible sound card. 


Required Software: DOS or Windows 95, Baldies and the ENGAGE or World 
Play Entertainment front-end software. If you have Direct X3 on your machine, 
you might need a patch (a program fix) from the Baldies site at 
www.baldies.com to ensure the game will run properly after installation. 


Where to Play: ENGAGE, World Play Entertainment. 
Synopsis: Baldies is an action strategy game featuring cute but merciless little 


bald characters that you need to control in order to attain Baldie world domi- 
nation. In this real-time game, up to four players compete against each other, 
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each with his or her own population of pudgy little bald people. Baldies is an 
extremely addictive warfare challenge with a sense of humor. Each player is 
presented with a group of a dozen or so Baldies wandering aimlessly around 
the countryside. Your first goal is to increase their population. After that, you 
can start building your empire. Watch out, the other players are going to 
attack. Each Baldie can be assigned to one of four tasks, and each of these is 
vital to the Baldie society, which is much like a colony of ants. Your Baldies can 
be workers, scientists, soldiers, or builders and a proper balance of each is 
required to keep your world growing. The workers serve as breeders and 
provide the power to change the surrounding environment. Scientists can 
create devastating weapons or tools for building. Besides the obvious task of 
attacking your enemies, soldiers create the ammo and defend your empire. 
Builders are the last type; and they construct the shelters that house your other 
Baldies, letting them contribute to the war effort. 

Many games in this genre allow the player to have total control of where 
their units go and what they do. With Baldies, this is not the case. Your little 
shiny-headed minions seem to wander aimlessly around the game. You can 
pick a Baldie up using your God-like hand and drop them wherever you like, 
in a building, near the enemy, or in a lake (where they will drown). You have 
some extra control of builders and soldiers. Soldiers are attracted to a shield 
icon that you can place, and builders are similarly attracted to a flag icon. 

A simple mouse click on a building opens it and allows the player to control 
what is going on inside. You can set soldiers to make ammunition, scientists to 
work on inventions, or workers to create more Baldies (no peeking). Or you 
can kick them out of the house and set them down somewhere else. 

Most of the fun in Baldies is figuring out new things to do. It provides an 
engrossing experience and has enough secrets and tricks to keep you inter- 
ested for a long time. The inventions you can create, and their endless combi- 
nations, are hilarious. 


Hints, Tips & Tricks: Immediately build a small house and start increasing 
your Baldie population. Once they start reproducing, you must quickly decide 
which of these little minions will become workers, scientists, soldiers, or build- 
ers. Once your population gets large enough, you can start to plan your attacks 
on the other players. 

Each vocation is vital to your warring society, but the key to success is 
balance. It takes a quick hand and analytical mind to keep your Baldie-types 
and land fortresses balanced because you can never be sure what kind of 
assaults are planned for you next. It's a constant fight to expand and protect 
your Baldies while destroying the enemy. 
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While it is possible to win some early battles without them, you will soon 
need the inventions of the scientists to defeat your enemies. Landmines, pop- 
pers (they over-inflate the enemy Baldies), or even a skunk bomb will aid you 
greatly. You can pick up objects around the board and drop them into the lab 
for analysis and possible use in your war. Eventually, you will have weapons 
of mass destruction like cars and exploding cows. (Yes, you read that right.) It 
is even possible to create devastating combined arms attacks. For example, 
drop a skunk bomb into a house, and let them run out onto your landmine. 
Look for your opponent's weaknesses and exploit them by placing a shield 
icon nearby. Your soldiers will soon start attacking. Just make sure you have 
enough energy to sustain your operations. Remember that your opponent is 
human and may already have faced what you're planning. Have fun! 


Related Web Sites: Besides the normal sites for the game and the sites for 
MPOG that currently carry this game, there are also plenty of sites on the Web 
if you wish to do a search on baldness. 


B http://www.inngames.com/ 
E http:/ /www.gamesonline.com/n-index.html 


B http:/ /www.baldies.com/ 


Figure 11-2: Command & Conquer is one of the most popular gaming series of all time. 


Publisher/Developer: Virgin Interactive/Westwood Studios. 


Number of Players: Up to four for Command & Conquer (C&C) games and up 
to eight for Red Alert games. Covert Operations is a C&C game and as such 
will only allow four players. 
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Recommended Hardware: Command & Conquer—486/66 MHz or better, MS- 
DOS 5.0 or higher, 8MB of RAM or better, MCGA or better graphics card (256 
color, 320 x 200 pixel resolution), hard drive with 20MB free, 2x CD-ROM 
drive, MSCDEX 2.2 or higher, Microsoft-compatible mouse and driver. 

Red Alert—Pentium, Windows 95, 8MB RAM (16MB strongly recom- 
mended), 30MB free disk space, keyboard, Microsoft-compatible mouse, 2x 
CD-ROM or better, IMB local bus, MS Direct Draw-compatible video card (640 
x 400 or 640 x 480 pixels in 256 colors). Supported sound cards include: Sound 
Blaster (all models), ESS 488, 688, 1488, 1688, Mediavision (most models), 
Aztech Nova 16, Washington 16, and Rocky 2, or any Microsoft DirectSound 
supported card. Multiplayer options include: two to four players over IPX 
compatible network, two players over a null-modem cable, two players over 
minimum 14.4 kbps modem connection, and two players over Winsock 1.1- 
compliant Winsock stack (requires ISP connection over 28.8 kbps modem or 
direct Internet connection such as ISDN or T1). 


Required Software: Usually just the retail version of the game and the connec- 
tion software for the service are needed. Sometimes a patch is required also to 
run the game on the service. 


Where to Play: Mplayer, TEN, Kali, Head-to-Head Gaming Network, Mpath, 
GACHA. The series is available in varying degrees on these services. 


Synopsis: This is one of the biggest game series of this genre. Unlike what you 
would see a couple of years ago from a game in this category, these games are 
real time. The emphasis is not on taking your turn or logistics—it is on killing 
the enemy. Most people who have followed Westwood for a while will recog- 
nize this game engine, as it the same as the one used for Dune II. It is a tried 
and true design that has won many fans with its three-pronged approach to 
gaming. Firstly, it involves combat; secondly, it requires the player to build a 
city or base and maintain it; and finally, it requires the attainment of the re- 
sources required to finance the first two. 

With each succeeding game in this series, the AI has been improved to the 
point that it would rarely make the same mistake twice. But now you are 
playing other humans, and what they do will be based on their own experi- 
ences. And most players are fast learners. The outcome of the battles may not 
be based on your enemy's weaknesses, but on your own. 
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Time to choose sides. In Command & Conquer, will you throw in with Broth- 
erhood of Nod terrorists to achieve world domination? Or will you join the 
Global Defense Initiative (GDI) and fight for the good of all? Real-time combat 
is allied with base building and resource control to present a united front of 
great gaming. Expect sneak attacks, advance patrols, and entire convoys 
converging on your weak points. With this game, you can sharpen your geo- 
political skills in four-player games against distant rivals. 


(t SIESELONS 


MC. = "Lr 
Figure 11-4: Red 2 to Red Leader, I think we missed a turn back there. 
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Command & Conquer: Red Alert 


Tesla coils toasted your tanks. MiGs massacred your men. And there's a 
whole column of Soviet armor knocking on the front door of your base. 
Welcome to the world of Red Alert, an alternate version of history where 
Hitler never rose to power and Stalin's Red Army rolls across Europe. Take 
control of Allied or Soviet forces in a real-time strategic struggle for su- 
premacy in this prequel to Westwood's best-selling Command & Conquer. 
Dozens of new units, hi-res graphics, and enhanced multiplayer support 
make this a blistering battle indeed. 


mE 


Figure 11-5: Storming the beach. 


Command & Conquer: The Covert Operations 


Currently this game version is only available on Mplayer. Using the retail 
version of C&C, two to four players gather precious resources and build bases 
while waging real-time military campaigns. The 10 maps of Command & 
Conquer: The Covert Operations are supported in the C&C game lobby and 
do not require a separate game enabler. If you own C&C: The Covert Opera- 
tions CD-ROM, the new maps will appear in the Settings box when you're the 
moderator. Others with C&C: The Covert Operations loaded on their PCs can 
play these maps with you. 


Hints, Tips & Tricks: Entire books have been devoted to strategizing this vener- 
able series of games. As such, we cannot begin to do them justice here. But we 
will try to give you some basic pointers to keep your first few multiplayer 
games from becoming bloodbaths. 
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Command & Conquer Games 


A first tip and an important one is to always deploy your base as soon as 
possible. Speed is of the essence: the sooner your base is deployed, the longer 
you have to build an army and the less time your opponent has to prepare for 
your attacks. The tactic of using speed does not just apply to this one item. It 
also applies to building your units—no matter which side you are playing on. 
The more forces you have, the better off you are. 

Explore the map with fast units like the stealth tanks or the recon bikes. You 
need to know what your opponent is doing and where they are coming from. 
If you have the ability, build radar. If possible, get inside the enemy base and 
look around, it will help later. At the same time, try to block the entrances to 
your base so that the enemy cannot see where your structures are. Once they 
get nuclear capability or have an ion cannon, it will make a large difference. 

Once your base is set up and you are churning out units at a good clip, you 
need to start thinking harder about defense. If you have intelligence on the 
enemy, it is easy to decide what you need. Send a few engineers in an Ar- 
mored Personnel Carrier (APC) to take over the enemy construction yard. It is 
hard to win if your construction yard is gone—but if you lose it, don't give up. 

Pick the color green. On radar, the tiberium is green. If your units are green, 
it will be harder to see them, especially if they're not moving. A nasty little 
trick is to type the enemy a message just before a big attack; the longer it takes 
him or her to think and type the answer the better. Then while he or she is 
distracted, move your guys out—this extra time may be all you need to do 
what you wanted. 

Backstab your allies if necessary to win. This is war after all. Remember that 
surface to air missile (SAM) sites will still work without power. If an enemy's 
defenses require power, take out the power plant first. Also, a player with the 
older 1.07 version of the game should play on the side of Nod. This is because 
of small differences in units, like the fact that the Apaches are quicker, or the 
mobile artillery can fire further. A turret only costs $250, versus $600 in later 
games, and can successfully take on a medium tank that costs $800. 

All games of this series require that the player obtain elements to finance 
their building of forces. Therefore, a nuke used as means of spice elimination 
can be the blow of defeat against your enemy. Longtime Westwood real-time 
strategy game fans will remember the days of Dune 2 whereby "He who 
controls the spice, controls the universe." Although spice may have been 
renamed as tiberium in C&C, this truth is universal. Therefore, a nuke on a 
spice field of the enemy can severely limit the enemy's cash flow and thereby 
disrupt his war effort. 
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When playing with the GDI, it is possible to stack units on top of each other. 
This is done by building units in a weapons factory that is surrounded by other 
buildings and sandbags. Units with no other place to go will stack on top of 
each other and be invisible to the enemy. There are drawbacks to this, as it is 
hard to get all of these units moving, but it can be a nice surprise for the enemy. 

There are of course many other tactics and tips for this game, too many to 
list all of them here. But hopefully this is enough to get most players a chance 
in the action. 


Red Alert 


There are again hundreds of tips and hints for this game. Like the Command 
& Conquer games, speed is again absolutely necessary. Many of the tactics 
from C&C will apply to this game as it is basically the same. There are some 
things that are not obvious, though. For example, when trying to transport 
troops at sea, load them into APCs first. This allows one sea transport to carry 
a maximum of thirty units. 

Use two medics at a time with infantry forces. This allows the medics to 
heal each other since they have the annoying tendency to stand at the front of 
a group and take fire. 

Spies can give you information on the enemy's troop movements (when 
infiltrating a radar dome), a sonar pulse (sub pen), cash reserves (refinery or 
silo), building in progress (construction yard, war factory, barracks, sub pen), 
or power output (power plants). Therefore, aim to get spies into the war fac- 
tory, construction yard, radar dome, and refinery. Be careful that you do not 
attack these buildings, or you will lose the spy information. 

When attacking with tanks as Allies, use both medium and light tanks. The 
medium tanks can absorb all the damage, while the light tanks attack your 
target. This also applies the opposite way; if you are being attacked, destroy 
the light tanks first before you attack the medium tanks—the light tanks fire 
faster and are more of a threat. When attacking enemy infantry, try to do it 
with loaded APCs, as the infantry can exit after the APC is destroyed. 

Mines are a little tricky to use. They are simple to lay, but determining where 
to lay them is the key. Try to lay mines on the approaches to your base in such 
away that you can see them but the enemy can not. One of the tricks here is to 
lay the mines out of range of your bases defenses; otherwise, when your turrets 
or pillboxes open up on the enemy, they will destroy some of your own mines. 

When you build the tech center, you can use it to build cruisers, tanyas, 
chronosphere, missile silos, and gap generators. You also get a GPS satellite 
that shows you the whole map. Try to build camo pillboxes instead of regular 
ones. Although it is easy to see for you, it is hard for the opponent to see as it 
blends in. They also have more armor than regular pillboxes. 


226 € 


The Online Gaming Starter Kit 


Be careful in your placement of concrete walls. Although they block enemy 
cannons, your own tanks and turrets cannot shoot through them either. Never 
make the mistake of putting turrets inside a concrete wall—they must always 
be on the outside. 


Soviet Strategies 

The attack dogs can kill infantry in one bite. Be careful with these units around 
grenadiers or flamethrowers, or the friendly fire will kill them. If you tell a dog 
to attack infantry, it will move 50 percent faster. They are most useful in 
multiplayer missions for eliminating enemy rocket soldiers and spies. 

V2 Rockets are useful for tactical strikes against most structures. One shot 
will destroy a power plant. It is also good against Tesla coils in multiplayer 
mode. You must escort V2s because they have no other defenses and take an 
extremely long time to load. 

The heavy tank is the staple tank of the Soviet side. It is also better, dollar 
for dollar, than a mammoth. Decent range, speed, armor, and shot rate com- 
bine to make this a great all around tank. This is also the main tank used in 
tank rushes, which we will discuss later. 

There are several tips concerning Soviet structures that make a difference in 
the game. When you build a sub pen for example, try to build it one square 
away from land so the enemy cannot sneak a spy into it. It also helps to build 
an airfield early in the game as this gives the player paratroopers and a spy 
plane. The tech center gives the player the ability to build flamethrowers and 
mammoth tanks, but once built, the tech center can be sold immediately since 
the player can still build these units. The flame tower is great for defense as it 
has heavy armor. Tesla coils should only be built with walls surrounding them 
as they take a long time to recharge. 


Countering a Tank Rush 
What is a tank rush? A tank rush is a strategy for early destruction of an enemy 
base. This is one of the most discussed tactics of the game and one of the most 
effective. The tank rusher uses the Russian forces and makes lots of heavy tanks 
at the start of any given game. Once they have eight to ten tanks, they attack as 
this is sometimes enough to destroy the opponent's base early and steal victory. 
Why is this hard to counter? From the original C&C, tank speeds were 
increased considerably. This means that even the heavy tank (the second 
slowest tank) can crush infantry effectively, bypass turret gun shots, and rush 
into a base. In the original C&C, this was less of a problem since a moving 
vehicle had inaccurate fire. This does not occur in Red Alert. Just as was 
proven in Desert Storm with the M1, a fast moving tank that can fire accu- 
rately is devastating. 
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On many of the gaming ladders for this game, the top players use this tactic 
of the tank rush. This eliminates a lot of the strategy for the game as the player 
only has to build heavy tanks. It is also a pain for people to counter if they are 
playing with the Allies. So how can you, playing as the Allies, counter this 
strategy? It's not easy. Many strategies do not work because such things as 
turrets and walls use up construction time. 

Counter rush with light tanks. But, if you do this, you are just as guilty as the 
tank rusher of mindless playing. However, sometimes this cannot be avoided. 

Everything needs power to be built, power to be maintained, and power to 
operate. Therefore, knocking out all of the enemy's power plants is a viable 
strategy. This forces him or her to sell off some of their existing structures just 
to get the capital to rebuild. You can only do this a few times, however, before 
the AI compensates and protects these assets more vigorously, but those times 
might be enough to give you the edge you need to win. 

Or you can build walls and mines outside of your base. Build walls to slow 
the enemy down, not block them. That way they won't get destroyed as often. 
While the tanks are moving slowly, you can use your turrets to whittle them 
down. Or you can play with the Soviet side and use the Tesla coil tactic men- 
tioned above to try and slow the tank rush down. 

Any way you slice it, from defending with a line of light tanks near your 
base at a choke point (thus their forces have farther to travel and you can 
reinforce your line quicker), to walls or tesla coils, it all boils down to figuring 
out how to counter a play balance weakness in the game. To beat the tank 
rush, you need to take advantage of every aspect of the terrain and of your 
force's strengths. 


Related Web Sites: There are literally hundreds of pages devoted to these 
games. There are the services for MPOG, there are leagues of players, hints 
and tips pages, and all sorts of individual pages that are devoted to this game. 
Of course, Westwood has its own information on these games. 


Wi http:/ /www.westwood.com/ 


E http:/ /www.yahoo.com/ Recreation/Games/Computer Games/ 
Genres/Strategy /Titles /Command__Conquer/Multiplayer/ 


E http://www.yahoo.com/Recreation/Games/Computer_Games/ 
Genres/Strategy /Titles /Command___Conquer/Red_Alert/ 
Multiplayer / 
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Castles Il: Siege & Conquest 


Figure 11-6: The gaming interface is simple and reliable. 


Publisher/Developer: Interplay. 
Number of Players: Up to five players. 


Recommended Hardware: CD-ROM game requirements: 386SX or faster, 2MB 
RAM, DOS 5.0 or higher, 256 color VGA monitor, CD-ROM drive, 6MB hard 
drive space, Microsoft-compatible mouse. Soundboards supported: Ad-lib 
Gold Pro Audio Spectrum, SoundBlaster series, and 100 percent compatibles. 

Castles II floppy disk system requirements: (does not include voice-overs) 
286 10MHz or faster, 640K, DOS 3.1 or higher, 256 color VGA monitor, hard 
drive. 


Required Software: The game software as well as the software required for 
the service. 


Where to Play: ENGAGE. 


Synopsis: Castles II: Siege & Conquest offers a challenging journey of medieval 
diplomacy, treachery, and power. To win, you must scout surrounding territo- 
ries, recruit soldiers, defeat native militias, forge diplomatic alliances, gain 
control of the land by winning bloody battles, and erect castles that can with- 
stand enemy attacks. Did we forget to mention the others who are also out to 
gain the crown? It would be tough enough if you were on your own. But when 
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there's up to four other players spying on each other and attempting to sabo- 
tage your plans of conquest, you have to be on your toes at all times. 


Hints, Tips & Tricks: Right-click to speed up the clock while waiting for an 
event to occur. This works in both modes. 

The defending forces are approximately one half the size of a player's total 
force. The defender has an edge though, as the strength of a unit is adjusted up 
slightly to account for knowledge of the terrain. The defender also gets to choose 
where the fight will take place. This can be a godsend to the clever player. 

Thus, the attacker could lose his or her entire force from an attack and then 
be vulnerable to a counterattack. The risk is the greatest to the side that has the 
most to gain—the attacker. This encourages skirmishing between the countries 
and adds interesting elements. 

Your army's morale is based on the happiness of your people. Battles may 
be won and lost solely on morale. It has a very strong effect on the outcome. 
Be sure to keep your happiness at least as high as that of your neighbors. To be 
happy, your people must be well fed and not overly taxed. 

At the beginning of the game, your focus should be on grabbing territory. 
This cannot be done in a haphazard manner, though. Your most important 
goals should be to build a solid, defensible perimeter, possess all four types of 
resources, and get your economy up to top speed as soon as possible. 

The best way to secure your initial territories is to obtain a buffer or defen- 
sible position. The idea, like in Risk, is to form an area where you can only be 
attacked from one direction. So you could conquer three countries and sur- 
round another three that can not be accessed by other players without attack- 
ing you. You cannot leap frog, in other words, across an opponent to attack an 
open territory. 

Once you have this defensive line, you can attack and conquer these free 
countries at your leisure. Once you control five or so territories, you must then 
build a castle, or a show of force, to keep your territories from revolting. Try to 
build this castle in a territory that borders all of the rest of your territories. 
And if you have to, you can speed up construction by skipping the moat. If 
you are lucky, this territory will have gold as a resource. 

Politics, like it or not, are an important part of the early game. You must 
ensure that your people are happy and that you keep the Pope happy also. 
Buy off your enemies early on until you are strong enough to fight them 
openly. Once you have your initial territories under control, you may choose 
any one of several avenues to winning the game. The game can be won 
through military conquest, administrative power, or political expertise, al- 
though the military approach is the easiest. Make a decision now as to how 
you wish to proceed, and stick to it as long as possible. 
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These, of course, are not all of the hints and tips for this game. This is a 
surprisingly complicated game strategically, and players keep coming back for 
more, despite how long this game has been around. 


Related Web Sites: There are some interesting sites on the Web that relate to 
this game. There are of course the usual sites of Interplay and the MPOG sites. 
But there are some sites on just medieval castles and a site for the modeler 
who wants to build his or her own. 


B http://www.gamesonline.com/ 

E http://www.macplay.com/website/titles/castles.html 
@ http://www.interplay.com/ 

E http:/ /www.dct.com/ -tkroes/medimark.html 


E http://www.monmouth.com/~tvawter/hausser.htm 


Deadlock 


Figure 11-7: You've got to buy the game at retail to play Deadlock. 


Publisher/Developer: Accolade. 
Number of Players: Up to seven. 
Recommended Hardware: 486DX2/66 or better, Windows 3.1, Windows 95 or 


Windows NT, 8MB RAM, SVGA graphics, 2x CD-ROM, Microsoft-compatible 
mouse. Supported Sound: MPC Level 1 compliant system, all major 
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soundcards, stereo audio. Network Play: modem, serial connect, NetBIOS- 
compatible LAN (NetBIOS for Novell LANs is included), and (for Windows 95 
only) Internet play through game services Mplayer and TEN. 


Required Software: The game software as well as the software required by the 
service you are using. 


Where to Play: Mplayer, TEN, Kali. 


Synopsis: The Compact of Gallius IV maintains a fragile peace between seven 
desperate races including the insectoid ChCh't, the telepathic Re’Lu, the 
scientific Maug, and the productive Uva Mosk. As these races colonize Gallius 
IV, there's no question whether blood will be shed, only who'll break the 
Deadlock—and who'll survive! Deadlock features multiplayer game play over 
the Internet, a local area network, or a modem link. Explore new planets, 
develop their resources to the fullest, and fully manage the growth of a space 
colony. Choose human or one of six alien species, each with unique strengths 
and weaknesses. An online tutorial and in-game help routines make it easy for 
new players to get into the game quickly. The default method of play is turn- 
based, but there is an option for real-time play as well. 


Hints, Tips & Tricks: Watch out for the Tarth, they are the most aggressive 
species and will usually be one of the first to attack. The Uva Mosk, Humans, 
Re'Lu, Maug, and even the Cyth sometimes like to hold back for a while and 
get on firmer footing. But the Ch-Ch-t like to start making army units early 
because they need large numbers to make a large scale attack. You should gear 
toward defense early in the game and wait until turns 8-10 if you want to 
attack early and until 16-20 for a full-fledged invasion. 

If you wish to attack early in the game, you should build an airport. The 
Turbo Wing Fighters are a good weapon against militia forces. Missiles are 
very useful also, but you have to send some forces besides missiles to attack. It 
is hard to claim victory if you have no forces there to occupy the territory. 

To increase your odds when attacking a major colony, attach a Com- 
mand Corps to your forces; doing so increases the accuracy of all your 
units in the area. 

To use Deadlock cheat codes (these codes are only valid in the full version 
of Deadlock), press CTRL-F1 to open cheat window, then type in the follow- 
ing codes: 
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8 MAKE IT SO. Gives you 1,000 credits and increases resources in that 
territory by 100 units. 


FRODO. Completes current research project. 
@ GHOTI. Maximizes population in territories. 


= TOUCHE. Allows you to view any of the end cut scenes. 


Related Web Sites: This game is pretty new, so currently only the basic sites 
are available. 


B http://www.accolade.com/products/deadlock/index.htm 


http:/ /www.geocities.com/TimesSquare/ Alley /1883/ 


http:/ /www.kali.net/ 
= http://www.mplayer.com/http:/ / www.ten.net/ 


Empire Builder 


Lo M mE c NE Ll ia ER NE ois 


Figure 11-8: The players' goal is to be the first to link five major cities with their railroads. 
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Publisher/Developer: MPG-NET. 
Number of Players: Up to six players can play in the same game. 


Recommended Hardware: 486/33 MHz IBM PC, 8MB RAM, 14.4 kbps modem 
is the standard minimum for MPG-NET. 


CD-ROM _ Required Software: You must be a registered user of MPG-NET to play their 
7 games. Simply install the MPG-NET software provided on the Companion 

CD-ROM, and follow their registration instructions to establish your member- 
ship. You will need three things to play: Win95 with TCP/IP networking 
setup, modem or a direct Internet connection, and a PPP/SLIP account with 
any Internet Service Provider (ISP). Online services such GNN, AOL, and 
Prodigy do not have this type of connection as of now. (CompuServe users 
will need version 3.0.1 for Windows 95.) Some ISPs have pricing and features 
that beat all the above online services. 


Where to Play: MPG-NET. 


Synopsis: Tycoons built their empires out of railroads. You too can capture the 
entrepreneurial spirit of America, while reaping the rewards of cutthroat 
finance as you build your empire. You and up to five other tycoons are locked 
in a power struggle spanning the continent. Build rail lines, haul loads be- 
tween cities, but watch out because disasters are always just around the cor- 
ner. Your objective is to be the first player to connect five major cities and raise 
$250 million dollars! 


Hints, Tips & Tricks: The most important thing is to develop that merciless 
Robber Baron mindset. Beyond that, here are some practical tips for getting an 
edge on the competition: 
W Build the straightest track you can afford. It may win the game for you 
by making your runs shorter during the course of the game. 


W If you are starting out with the Fast-Start and have $60 million with 
which to build, build an ordinary run with the first $40 million, then buy 
an upgraded train on your third turn. 
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W When possible, have a spare load onboard that is less valuable or not on 
any of your cards. It will be useful to have if you are forced to discard a 
load because you were hit by a catastrophe like derailment. 


W When looking at your initial build, an East Coast run (North/South) is 
likely to be shorter and get profit back quicker than an equivalent East/ 
West run. 


Bi As soon as possible after building a bridge, reserve at least $3 million to 
rebuild the bridge if needed. 


B If you save enough money to rebuild all the bridges you own, you will 
be very secure and that much closer to your final $250 million. 


m Unless you actually have two or three cards that will pay off in the same 
or nearby cities, the fast freight will be a better choice than the heavy 
freight for your first upgrade. 


B It is more important to move through your cards quickly than to make 
only the biggest deliveries. Several smaller runs generally add up to 
more than a few large runs. 


W If you reach the middle portion of the game and end up with three cards 
with no worthwhile runs, seriously consider turning your cards in for a 
new hand. 


W There is no real value in being the first one to build a coast-to-coast 
railroad. You'll just end up going across country; don't rush yourself into 
a losing position. 


=Œ Build railroad lines for a reason. If it isn't going to help you win the 
game, then it isn't worth spending the money. 


Related Web Site: There is just the MPG-NET site—http:/ /www.mpgn.com/. 
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Fragile Allegiance 


Figure 11-9: Aggressiveness does not always equate to victory in Fragile Allegiance. 


Publisher/Developer: Interplay / Gremlin Interactive. 
Number of Players: Up to four players. 


Recommended Hardware: 486 DX2-66 (Pentium 90 recommended), 8MB RAM 
(16MB for Win95 and multiplayer), 36MB hard disk space, VESA compatible 
SVGA, 2x CD-ROM, mouse, Sound Blaster 16 or better or 100 percent compat- 
ible (GUS and GUS MAX supported). For multiplayer: IPX network card, 9600 
bps modem, or null modem connection. 


Required Software: DOS 5 or better (Win95 supported). 
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Where to Play: ENGAGE. 


Synopsis: Death, destruction, deceit, diplomacy, and the chance to make more 
cash than a lottery winner are the driving forces in Fragile Allegiance— 
Gremlin's new strategy game for the PC. Fragile Allegiance takes place in a 
future where the Earth can no longer support its ever-increasing population. 
Pioneers have established colonies on countless new worlds. The fortunate 
ones have prospered, mining the rare ores and minerals that they found there. 
These operations have now been taken over by a ruthless inter-planetary 
corporation known as Tetra Corp. 

In the year 2380, Sector K240 was made available for colonization by Tetra 
Corp. The Empire must expand, and it's your job to colonize the asteroids and 
save the Empire from financial and political ruin. However, recent disturbing 
events have come to light—a number of scout spacecraft have mysteriously 
disappeared. With the threat of alien invasion, the only chance for survival is 
to explore, expand, and quell any possible invasion to secure the Empire's 
future. 

Fragile Allegiance is another in the very popular space strategy simulation 
grouping of real-time games. What is different? Interplay and Gremlin claim 
that this game will allow real-time discovery and cultivation of new worlds. 
There is also a new feature that allows the player to view facial features and 
the subsequent emotions of the alien races he or she is speaking with. This is 
done in an interface that allows the player to not only macro- but also micro- 
manage the action. This should level the playing field some to allow play 
between novices and aces of the game. This game also allows the four or less 
players involved in the scenario to e-mail each other during the action. 


Hints, Tips & Tricks: This game is brand new and is just releasing. Hints and 
tips should show up soon on the Web. 


Related Web Sites: There is nothing really out there on this game yet except for 
the company sites: 


E http://www.gremlin.co.uk/games/fragile/news.html 
E http://www.interplay.com/games/frag.html 
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Imperium 


in 


Figure 11-10: Conquering the known galaxy will not be easy. 


Publisher/Developer: MPG-NET. 
Number of Players: Only two at a time for this game. 


Recommended Hardware: 8MB RAM, 486/33 MHz, 14.4 kbps modem. 
; Required Software: You must be a registered user of MPG-NET to play their 
CD-ROM games. Simply install the MPG-NET software provided on the Companion 
77-7 CD-ROM and follow their registration instructions to establish your membership. 


Where to Play: MPG-NET. 


Synopsis: Imperium is an interstellar war game set several hundred years in 
the future: a future that will witness Terrans reaching for the stars, only to find 
themselves infringing upon the vast sprawl of the Grand Empire of Stars, the 
Ziru Sirka, known to all as the Imperium. The heavy hand of the Imperium 
and the expansionist Terran policies bring the two powers inexorably to inter- 
stellar war. 
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One player assumes the role of the Terrans, the other, the Imperium. Each 
may move forces to strategic positions, attack the enemy, and invade enemy- 
held outposts and worlds. Your victory must be total, and you cannot spare 
any of the enemy in the process. 


Hints, Tips & Tricks: These are the hints, tips, and tricks that MPG-NET 
releases to the non-playing public: 


W The quick-start manual and charts are very important; read them first 
before proceeding. 


B You will need a tanker at Sirus in order to pass through. 


W When placing ships, remember the chance of disruption is higher for 
large ships off planet. 


Weigh carefully your decisions to appeal. 
Monitors make very good static defense points. 


Remember that you will need Transports for your non-mobile units. 


Don't forget: the reaction phase allows only three jump movements, and 
they must be from the same planet. Plan accordingly! 


Related Web Site: This game only has the company site for information (http: / 
/www.mpgn.com/). All of MPG-NET's games are exclusives and cannot be 
played anywhere else. 


poA 401010 


Figure 11-11: This is a hilarious game of political intrigue. 
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Publisher/Developer: MPG-NET. 
Number of Players: Up to seven players per game. 


Recommended Hardware: 8MB RAM, 486/33 MHz, 14.4 kbps modem is the 
standard minimum for MPG-NET. 


Required Software: You must be a registered user of MPG-NET to play their 
games. Simply install the MPG-NET software provided on the Companion 
CD-ROM and follow their registration instructions to establish your membership. 


Where to Play: MPG-NET. 


Synopsis: Welcome to the beautiful Republica de los Bananas. Junta is a game 
of power, intrigue, money, and revolution. In this humorous satire, you and up 
to six players play the part of wealthy families vying for government control, 
while attempting to siphon foreign aid into their own bank accounts. The 
player with the most money in his or her Swiss bank account at the end of the 
game is the winner. 


Hints, Tips & Tricks: There were none available for this game. 
Related Web Site: Again, as this is an MPG-NET game and, as such, can only 


be played on their gaming site. Their site is the only one to go to for informa- 
tion on the game: http:/ /www.mpgn.com/. 
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Master of Orion II: Battle at Antares 


Figure 11-12: This game has a much smaller and easier-to-manage scale than the original. 


Publisher/Developer: Microprose/Sim Tex. 
Number of Players: Up to eight players per game. 


Recommended Hardware: 486/100 or faster (Pentium 90 recommended), 

DOS 5.0 or later (also runs under Windows 95), 8MB RAM (16MB RAM recom- 
mended, and required if running under Windows 95), 2x CD-ROM drive (300 
K/sec sustained transfer rate) SVGA graphics (VESA required) for 640 x 480 x 256 
colors, 75MB free hard disk space, Microsoft-compatible mouse, SoundBlaster or 
compatible). For multiplayer option: 9600 bps modem or faster (2-player), null- 
modem serial cable (2-player), or IPX network (two to eight players). 


Required Software: The game is a must of course, and the required software of 
the service on which you will play, either TEN or Kali. 
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Where to Play: TEN, Kali. 


Synopsis: Master of Orion II is a strategy game based upon galactic conquest. 
Does this sound familiar? It should, as this theme for a strategy game, seems 
to be very popular right now. Like the original game that this one was based 
on, it features a planet-based economic and industrial model. Players find 
themselves in a galaxy of variable size, where star systems must be explored 
and colonized. This would not be a game of this genre unless there were 
battles, in this case space battles between fleets of competing empires bent on 
gaining control of the galaxy. There is a major change here from the original 
game in that there will no longer be fleets of thousands of ships. Someone got 
smart, or practical, and realized that this was not a realistic option. In fact, 
almost the entire game is changed and refined from the original. 

Combat now takes place with every ship involved being separately ad- 
dressed and molded into the tactical or strategic plan of action. Planet-based 
marines are now a necessity for defense, and these marines can now also 
board ships. 

As you can see, besides technological improvements, the changes to the 
game are in scale. It is now a much more manageable game to control. Each 
star system contains from one to five planets, all of which are inhabitable 
except for the gas giants. Planets also do not have much room, and each group 
will be assigned specific tasks to perform and keep things running smoothly. 
As this is a game of conquest and as the capturing of planets does not neces- 
sarily mean annihilation of indigenous life forms, there is a mixing of races 
among the stars, each with their own specific drawbacks and special abilities. 

Research is no longer unlimited; thus, empires must choose some technolo- 
gies at the expense of others. Spying and technology exchanges are essential to 
winning the game. Spying has changed little in practice although the means 
by which spies are placed has changed. Rather than devoting a portion of an 
empire's economy toward developing offensive and defensive spy networks, 
spies are now trained on planets, then assigned. 

Treaties can be reached to allow trade and research cooperation between 
nations as well as to commit to mutual non-aggression or alliance. Weak 
opponents can be squeezed for tribute or technology. Total annexation of an 
empire is now possible as well. 

There are a few non-player surprises left in the game, and to tell you about 
these would spoil the fun. In single player, this game has an AI that is actually 
a little weak, but in multiplayer mode it shines. 
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Hints, Tips & Tricks: Master of Orion II is best played against other people; 
humans make better opponents—just watch out for them using tricks like 
combining the phasing cloak with the stasis field to get ten free turns of com- 
bat without retaliation. 

A beginner should always start with a huge galaxy, average difficulty, 
average galaxy age, and no more than three races including yourself and a 
custom race. Start out set for pre-warp, the custom race, creative, omniscient, 
ancient artifact home world, rich home world, large home world, dictatorship, 
10 spying, and 10 ground combat. 

Immediately search your system and all star systems within six parsecs for 
habitable planets. Also start researching hydroponics and biospheres. Keep 
pushing the turn key until you discover hydroponics. Add hydroponics to the 
build list, and move it into the first slot priority-wise (don't delete the colony 
base). Start assigning farmers to research as your food level goes above zero. 

Continue to cycle through the turns until you get a breakthrough on ex- 
tended fuel cells or something similar. Then research freighters, followed by 
colony ship. Make sure freighters are on the build list in the first slot. Again 
cycle through turns until you get the freighter fleet. 

Once your colony base is done, colonize the best remaining planet in the 
system. You can then move the colonist to production since you have your 
fleet to transport a worker for farming on the new colony. 

Your next priority is outpost ships. These will extend your range further out 
into space. The idea is to start staking out a territory in space, preferably one 
that is reasonably defensible. 

Continue your research, but choose wisely. Choose deuterium cells, auto- 
mated factories, soil enrichment (in other words, things that enhance produc- 
tion and research), before wasting time on fusion beams, Class I shields, and 
so on. Your opponents are struggling too, even if they're Psilons. The biggest 
mistake is to start building up your fleet before you're ready; maintenance can 
kill you. By all means, build a destroyer or two. But don't bother installing 
extended fuel tanks—you're not going anywhere yet. Your outposts extend 
your range to get your colony ships where they need to go. Don't build bio- 
spheres until you've maxed out your population. 

Try to build a star base at every colony eventually; but make sure that your 
border outposts are upgraded to battle station, and have a missile base/fighter 
squadron as well. 
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Morale is more important than you might think. Each smiley face adds 10 
percent to the output of all colonists. Hence, do not give away the holo projec- 
tor, pleasure dome, and Imperium or other advanced government systems. 

The moment you decide to build a warship, increase your taxes from 0 to 10 
percent. Don't go above this unless it's an emergency or you have lots of 
smiley faces and tons of surplus cash. 

During space combat, there are several things you should do. First, unless 
you've got overwhelming superiority, forget the auto button. Second, know 
your enemy. This is especially important in ship combat. Use your scan but- 
ton. Look at every ship opposing you. Use a kamikaze if necessary. Send a 
scout into a fleet area. Yes, you'll probably get fried, but you'll be able to scan 
every vessel before that happens. Now you know what he's or she's got before 
you get hit with it. You just might want to delay open warfare until you get 
better technology. 

Make the enemy come after you in combat. Lead with your cheap ships, 
keeping your heavies back. Fire and move, scanning for damaged ships at the 
start of each turn. Immediately kill any damaged ones before they get a chance 
to fire again. 

For Master of Orion 2 cheats, hold down [ALT] and type: 


8 MOOLA. Gives you 1000 BC. 
8 MENLO. Gives you robo miners. 
W EINSTEIN. Gives you all the tech. 


B ISEEALL. Gives you omniscience, causes changes to race statistics. 


Related Web Sites: Since this is a fairly hot game, there are also a lot of indi- 
vidual sites out there devoted to it besides the standard fare of the company 
and the services that let you play it. 


E http:/ /www.ten.net/ 

E http://www.Kali.com/ 

E http:/ /www.microprose.com/ 
E 


http:/ /www.cdmag.com/strategy vault/master of orion 2 review/ 
article.html 


http:/ /www.gamestar.net/info/moo2/ 
E http:/ /www.micropop.com/lan/MOO2/MOO2.html 
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Net Storm 


> TES 


Figure 11-13: The shortest distance between two points is a straight line. 


Publisher/Developer: Activision/Titanic Entertainment. 
Number of Players: Up to eight players per game. 


Recommended Hardware: Pentium 90, 16MB RAM, Windows 95, DirectX 3.0 
compatible video card, at least a 9600 bps modem. 


Required Software: Direct X 3.0, the game, and connection to the service. 
Where to Play: Titanic Entertainment. 


Synopsis: Nimbus: a mythical world comprised of warring sky-borne islands 
and violent weather conditions. This is more than a kingdom in the air—this is 
your battleground. Each tribe of the bitterly divided Nimbian people lives on 
its own island, one of them is yours. Each island has its own temple, dedicated 
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to one of the three Furies: Rain, Wind, and Thunder, which are locked in 
eternal struggle like the Nimbians themselves. You must help your own 
Nimbian tribe to protect its powerful High Priest, who alone has the ability to 
harness Storm Power, the essence of all creation and destruction. 

While the Furies are pleased with the proliferation of Temples in their 
honor, they are most pleased with the sacrifice of enemy High Priests at the 
altars of their temples. Thus, the wars of Nimbus are born... 

This game automatically places the player in a group of people of the same 
skill level as it keeps records of your conquests. NetStorm makes it easy to 
find friends and former opponents: just click on another player's island to 
mark them as a friend. Whenever you log on to the server, the game will let 
you know which of your friends are currently logged on and eager to fight. 
Allies can share complete control of all of their shared units. The game puts an 
end to trading e-mails or playing against the faceless masses. 

Unlike other multiplayer games, every battle in NetStorm counts toward 
each player's overall ranking. You control your own island and its library of 
knowledge until the very end of a campaign. Every victory improves the 
island's military strength, increases your level of experience, and prepares you 
for the next battle. However, the loss of a High Priest in the heat of battle 
could be calamitous: be prepared to suffer the wrath of the Furies. 


Hints, Tips & Tricks: NetStorm is not just another real-time action strategy 
clone. Strategic thinking replaces the all-out tank rush as the key to victory. 
Unit placement, not micro-management, is critical to domination of Nimbus. 
As islands clash, placement of a given unit is as crucial to the outcome of the 
battle as which unit has been created. 

The more powerful the weapon of destruction, the greater the weakness 
that handicaps the unit. The almighty but unidirectional thunder cannon, 
for example, can be reduced to rubble by the less powerful, yet methodical 
attacks of a single strategically placed sun disk thrower. In order to succeed, 
players must learn to capitalize on their own units' strengths and exploit 
their enemies’ weaknesses. 

The Furies of Nimbus look favorably upon warlike islands and reward their 
aggression: no more hiding and hoarding the way to victory. NetStorm places 
a premium on obliterating enemies, plundering their resources, and increasing 
the player's own storm power. The more you destroy and plunder, the greater 
the resources and strength you gain for your island. To the aggressive victor 
go the spoils of war. 

Much of the action will seem familiar; for instance, you must harvest re- 
sources and build buildings. Combat, on the other hand, will be a decidedly 
different affair. What makes NetStorm unique is the fact that there are no 
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military units in the traditional sense. Instead, players have access to a wide 
variety of stationary cannons, each with different properties. With these can- 
nons, you slowly bring the territory under your control. Good NetStorm 
strategies come from knowing where to put a piece, based upon its attack 
strength, attack range, or attack trajectory. 

The four technology types are: sun, rain, thunder, and wind. Each has 
distinct advantages and disadvantages. For instance, thunder technology is 
extremely powerful but not very versatile. The basic thunder cannon is very 
strong, but it will only fire in one direction. Rain pieces sacrifice power for 
versatility, and wind pieces rely on their speed. 

Your end goal is to capture an opposing player's High Priest, one of only 
two humanoid units in the game. To do this, you must build bridges from 
your island to connect it to the other islands in the region, finally taking con- 
trol of your opponent's island and pummeling the resident High Priest into 
submission. This is done via Tetris-like piece matching—a small selection of 
bridge pieces is available to you at any time, and you must carefully plan which 
pieces to use where. Along these bridges, you can build generators, which 
expand your base of influence, and build weapons farther from your Vortex (the 
center of your power). You must also build bridges to floating storm geysers 
and send Golems (the other humanoid unit) to harvest their power. 


Related Web Sites: This game was only recently released, but like many it is 
already starting to develop a following. Check out these sites: 


E http:/ /www.titanic.com/ 
E http:/ /www.activision.com/ 


E http://www.cse.psu.edu/~drake/netstorm/index.html 


Stellar Emperor 


Publisher/Developer: Kesmai/ Aries Games. 
Number of Players: Up to four players per game. 


Recommended Hardware: 10MB available hard disk space, 8MB RAM, 486/33 
MHz, 14.4 kbps modem. 
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Required Software: The game software as well as the software of the service 
and Windows 3.1 or higher. 


Where to Play: ENGAGE, AOL, CompuServe, Delphi Internet, EarthLink 
Network, GeoCities Arcade, Prodigy, TV Guide Network. 


Synopsis: Thousands of solar systems lie sleeping, unexplored, as your scout 
relentlessly searches the stars for suitable mining and colonization sites. With 
exploration done, your colony ships arrive to establish planetary bases in an 
attempt to build a prosperous economic empire. But wealth breeds jealousy, 
and soon you are engaged in wars of conquest as well as fights for survival. 

Stellar Emperor features real-time, ship-to-ship combat with fights ranging 
from individual duels to large, pitched battles for control of the colonial 
worlds. In addition to skill in flight, captains must also be adept in the man- 
agement of their colonial economies. Players decide whether a colony is to 
become an economic power, a defended fortress, or a base for staging assaults 
on neighboring worlds. If a player chooses an aggressive approach, he or she 
must remember that the production of advanced military hardware is only 
possible through wise management of planetary assets. Battleships, for ex- 
ample, are built only by the most sophisticated colonial shipyards. 

Captains must also form alliances for protection and for waging war. The 
most powerful will seek to expand their domains and plunder the wealth of the 
galaxy. But once a colony is successfully captured, its victor will still need allies, 
since a newly conquered colony is the weakest. When the war ends, the leader 
of the most prosperous alliance in the galaxy is crowned: Stellar Emperor. 


Hints, Tips & Tricks: None available at this time. 


Related Web Sites: Just the sites of the services that carry the game. 


Warcraft Series 


Figure 11-14: This is the series that started a lot of what is happening today in strategy gaming. 
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Publisher/Developer: CUC Software/Blizzard Entertainment. 
Number of Players: Up to eight players at a time per game. 


Recommended Hardware: Warcraft: DOS: 386/20 with 4MB RAM, DOS 5.0 or 
higher, VGA video card, mouse. MacOS: 60830 or better or PowerPC, 8MB 
RAM, MacOS 7.1 or higher, 256 colors, and a CD-ROM drive. 

Warcraft II: DOS; 486/33 with 8MB RAM, DOS 5.0 or higher, SVGA, mouse, 
2x CD-ROM. MacOS: 68040 or PowerPC, 8MB RAM, MacOS 7.5 or higher, 256 
colors, 2x CD-ROM. 


Required Software: The game, of course, and the front end of the service. There 
are also patches in the works to prevent cheating. (Yes, you read that right.) 

It seems that some players are modifying things so that they get an unfair 
advantage during play. 


Where to Play: Mplayer, ENGAGE, TEN, GACHA, Kahn, Kali, Head to Head 
Gaming Network, Blink Interactive Entertainment. 


Synopsis: This is the other big-gun series on the market at this time. This series 
started with the original game Warcraft: Orcs & Humans and has progressed 
through two sequel games or add-ons. The popularity of these games is tre- 
mendous. Warcraft II was named 1995's Game of the Year and Multi-Player 
Game of the Year by PC Gamer. 

These games started a revolution with their popularity. The real-time as- 
pects caught on quickly with the market, and they have been copied in basic 
form by almost every gaming company out there. 
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Warcraft: Orcs & Humans 
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Figure 11-15: Demon, what DEMON! 


Warcraft: Orcs & Humans is the real-time fantasy strategy game from Blizzard 
Entertainment that quickly became a bestseller. Warcraft has not only become 
a classic, but it has set new standards for multiplayer games. Set in the mythic 
kingdom of Azeroth, players are given the task of maintaining a thriving 
economy while building a war machine with which to destroy the enemy. 

By playing either the humans or the orcs in this saga, two separate story lines 
evolve with 12 scenarios per side telling the tale of the battle for Azeroth. From 
swords to sorcery, all the elements of classic fantasy are here to explore. Rich 
forests, dark dungeons, and bubbling swamps await the stalwart troops 
amassed to fight for dominance. Command many unique armies and creatures 
including knights, archers, clerics, warlocks, daemons, elementals, and the dead. 

The multiplayer aspects of the game bring Warcraft to a new level of excite- 
ment. Challenge another player on over 20 custom maps and determine who 
among you is the supreme warlord. Head-to-head play is supported over 
modem, serial link, and IPX networks, and works cross-platform. 


250 The Online Gaming Starter Kit 


Warcraft Il: Tides of Darkness 


— 
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Figure 11-16: With the second game, graphics and game play were greatly improved. 


Warcraft II: Tides of Darkness takes the continuing saga of Azeroth to the next 
level as the battle rages on over land, sea, and air. Dragons, ogres, battleships, 
elven archers, zeppelins, juggernauts, and death knights enable both humans 
and orcs to use combined-arms tactics in an effort to become the true ruler of 
Azeroth. The “fog of war” increases strategy by requiring players to utilize 
line-of-sight and scouting tactics. SVGA graphics, maps up to four times as 
large as in the first Warcraft, and the ability to create your own unique battle- 
fields combine to allow Warcraft II to raise the stakes of real-time strategy 
gaming to new heights. 


Hints, Tips & Tricks: Remember that your enemy probably knows all these 
tips, so prepare yourself for them. This in actuality is only a very partial list of 
the hints and tricks available on the Web for these games. 

Attack as early in the game as possible. Play offensively when you are one- 
on-one. Play defensively when it is an eight-player free-for-all. If you know 
you are going to lose a game, don’t just surrender. Let the other player take 
out your entire town. While they are doing this, you can not only ask them 
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what they think you did wrong, but also observe how they fight (and use this 
against them next time). 

Practice against the computer at high speed. This allows you to develop 
quicker reflexes, which can be an advantage when you are in a complex battle 
with a human opponent. When you play against a human opponent, play at 
medium speed. This not only takes away some of the jerkiness of a slow mo- 
dem or Internet connection but also allows better strategy. 

Don't horde resources—use them. Otherwise, your opponent will use his or 
hers, and that 30,000 in gold won't do you a bit of good when you are down to 
one barracks. 

Build at least one cannon tower for every three guard towers. Build your 
guard and cannon towers close enough so that enemy troops cannot attack 
one tower without getting hit by at least two towers. Don't ever stop training 
units, even if you think you are winning. Train peasants or peons until they 
start getting into traffic-jams while getting gold. 

Don't try to repair a building that you don't think you can save. Instead, 
build a new one somewhere that will be safe. Do not train footmen or grunts 
after you have the stable ogre mound. Knights or ogres cost more, but they are 
worth it. 

Upgrade everything, except perhaps ballistas and catapults. Only footmen, 
grunts, knights, ogres, demolition squads, and sappers benefit from black- 
smith sword and weapon upgrades. 

Only footmen, grunts, knights, and ogres benefit from blacksmith shield 
upgrades. Only archers and axethrowers benefit from lumber mill upgrades. 

Guard towers do not benefit from any lumber mill upgrades, and cannon 
towers do not benefit from any blacksmith upgrades. There is no way to 
upgrade guard or cannon towers. Only battleships, juggernaughts, and 
destroyers benefit from foundry attack upgrades, not subs, turtles, trans- 
ports, or oil tankers. 

If your enemy attacks, counter-attack. This is often when they will be the 
weakest. If your enemy has higher-level units than you, don't attack. Upgrade 
until you match levels, then attack. It is generally a good idea to sacrifice 
troops in order to take out enemy ballistas and catapults, and mages and 
death knights. Do not attack upgraded towers with footmen and grunts unless 
it is too early in the game to bring in ballistas and catapults or mages and 
death knights. Weak units like mages, death knights, and transports should be 
escorted by units that can fight back, like knights, ogres, or destroyers. 

Demolition squads and sappers are powerful units, able to take out multiple 
buildings with a single hit. Be sure you know which buildings are the most 
vulnerable. Before sending troops into an enemy town, take out their towers 
and any large groups of ground units with demolition squads and sappers. 
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Don't try to destroy an enemy's gold mine; kill peasants and peons instead. 
A good way to kill enemy peasants and peons who are mining is to tell troops 
to move into the path between your enemy's mine and his town hall and great 
hall and have them stand ground. Don't try to kill individual peasants or 
peons; just let them hit other peasants and peons as they go by. 

If peasants and peons repair a building while it is being built, the building 
will finish faster. A single peasant or peon can easily take out ballistas and 
catapults. This is because ballistas and catapults are unable to attack units that 
are inside their minimum firing range. 

If it looks like you are going to lose your entire town during a large 
multiplayer game, try to get a peasant or peon away from the battle. Then tell 
everyone that you are out of the game and only have a flying machine or 
zeppelin to watch with (or something similarly insignificant). Sneak your 
peasant or peon to another mine (preferably out of the way), and build a new 
town. Wait until your forces are great enough, and then wipe out all the other 
players, who have been busy battling each other all this while. 

If you know approximately where your opponent is at the beginning of the 
game, and you can get your starting peasant or peon to their area, take your 
peasant or peon there instead of building anything. Wait for their first peasant 
or peon to finish building, and attack. Since both peasants and peons do the 
same amount of damage, the one who attacks first wins. This type of offense is 
a gamble in multiplayer games. It weakens your offense in the long term and 
opens you up to a counter-attack (especially with teams) that can be very 
devastating. But it is a good tactic if you have the allies to back you up. 

Before telling your peasant or peon to build a town hall, great hall, or lum- 
ber mill, select him and right-click on some trees. Then have him build. When 
the building is finished, you will find you get 100 extra lumber (or 125 if you 
are building a lumber mill). This also works for gold if you right-click on a 
mine before building a town hall or great hall, but lumber is normally more 
valuable. If you already have a keep or a stronghold, you will get 110 in gold. 
If you already have a castle or fortress, you will receive 120 in gold. There is no 
way to get both extra gold and lumber. 


Cheat Codes: To use cheat codes while playing a game, press the Enter key for 
the Message prompt, type the cheat code, and then press Enter again. All 
players will be notified that you are cheating, and instead of a rank at the end 
of the game, you will be branded a Cheater. Type in the following codes for 
the listed effect: 


= there can be only one. Shows final victory scenes. 


8 unite the clans. Victory. 
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you pitiful worm. Defeat. 
never a winner. Play continues, even after level objectives are completed. 
tigerlily. Enables level-skipping cheat. 


orc #. Replace # with the orc campaign to skip to (tigerlily must be typed 
first). 


human #. Replace # with the human campaign to skip to (tigerlily must 
be typed first). 


on screen. Displays the entire map, with no fog of war (works in 
multiplayer). 


showpath. Displays the entire map, but leaves fog of war displayed on 
miniature map (doesn't work in multiplayer). 


hatchet. Makes the harvesting of lumber only two swings of the hatchet. 
make it so. Speeds up building and training. 


glittering prizes. Gives all players 10,000 in gold, 5,000 lumber, and 
5,000 oil. 


valdez. Gives all players 5,000 oil. 
spycob. Gives you 5,000 oil. 
deck me out. Upgrades everything except magic. 


every little thing she does. Upgrades all magic and gives infinite mana 
units. 


it is a good day to die. Makes all your units and buildings invincible to 
everything except magic. In addition, your units kill almost everything 
in two hits. 


noglues. Players are not affected by magical traps. 


fastdemo. Makes the demos start faster when you finish the game and sit 
at the main menu. 


allowsync. Allows you to surrender in multiplayer games. 
netprof. Creates a red laser show in the background. 

title. Removes the title screen. 

disco. Uses a special sound track. 

day. Displays FIEF on the screen. 


ucla. Displays Go Bruins! on the screen. 
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Related Web Sites: These games have a huge following, and there are literally 
hundreds of Web sites relating to them. Everything from international leagues 
to personal sites of players are available if you are interested. The last URL 
mentioned gives you a list of over three hundred sites on these games. 


W http://www.blizzard.com/titles.htm 

E http://www.mplayer.com/ 

E http:/ /www.ten.net/ 

W http:/ /search.yahoo.com/bin/search?p-Warcraft 


War Wind 


AK EDI 
Kala [78 i EF 


Figure 11-17: Who left the back gate open again? 


Publisher/Developer: SSI/ Dream Force Entertainment. 
Number of Players: Up to four players per game. 


Recommended Hardware: Pentium 60 MHz required (Pentium 120 Mhz rec- 
ommended) Windows 95 required 16MB RAM required, 2x CD-ROM required 
(4x CD-ROM or higher recommended), 1MB SVGA Windows 95-compatible 
video card required (PCI video recommended), 5MB of hard drive space 
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required (40MB of hard drive space recommended, 50MB of hard drive space 
required for network play), uncompressed hard drive required, Windows 95- 
compatible sound card recommended. 


Required Software: The game and the Mplayer front-end software. 
Where to Play: Mplayer. 


Synopsis: Somewhere, far out in the turbulent voids of space, there hangs a 
brilliant jewel in the firmament of the starry heavens: the distant planet 
Yavuan. It is a mysterious and foreign world, a realm of strange, alien beauty 
and mystical enchantment, where each struggle for freedom will be decided 
by swift and deadly combat and where the final battle for domination has just 
begun. Yavuan is populated by four separate and diverse races, and each has 
become entrenched in a war for their very survival. 

Each of Yavuan's four races possesses its own strengths and strategies, and 
each struggles to complete its own series of campaigns to overcome the col- 
lapse of an empire. Each will attempt to acquire treasure, recruit the legendary 
heroes of Yavuan to fight on its side, and advance its units in the skills of their 
professions. They will build vehicles for land and water transportation, lay 
mines to trap their enemies, and fight the dangerous beasts of Yavuan in 
quests for treasure. Using weapons and magic to overcome their opponents, 
find bio-upgrades, and use their powers to enhance combat abilities. Establish 
settlements to support advancing troops, all leading to a climatic and spec- 
tacular end scenario that will decide the fate of Yavuan. 

You, the player, will be able to select and lead one of the various races 
through each of their seven scenarios to its conclusion, either to emerge victori- 
ous or suffer defeat at the hands of your enemies and the hostile environment of 
Yavuan. You can choose to play against the computer or take advantage of 
network play and test your strategies against multiple human opponents. 

The world of War Wind combines the intricacy of a combat strategy game 
with a compelling story, tied together by a solid strategy system. The basic 
strategy will hinge upon the player learning and perfecting the art of protect- 
ing his or her leader while also trying to find and eliminate the threat of his or 
her opponents. The game provides a variety of balanced strategies which can 
be utilized in any combination, giving the player the chance to develop a 
personal and unique style of simulated warfare. 
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Hints, Tips & Tricks: Type in the following cheat codes to achieve the listed 
effect: 


B The Sun Also Rises. Removes fog of war. 

Golden Boy. Adds 5000 resource points to your clan's resource total. 
Pump an Arhn. Cives your clan leader full prestige. 

The Great Pumpkin. To win the entire campaign. 

Oh Come All Ye Faithful. For fast inn recruitment. 


On a Mission From Gawd. For fast builds and resource gathering. 


I am the Bishop of Battle. Wins the scenario. 


To use a cheat code, press Enter, and type in the cheat code. Press Enter 
again. Capitalization doesn't matter, and the code can be entered a second 
time to turn the cheat off. 


Related Web Sites: This is a fairly new game and does not have many sites 
available yet. 


B http:/ /www.ssionline.com /warwind /hints.html 


B http://www.mplayer.com/games/games-home.html 


Moving On 


Unfortunately, there is not enough room to cover all of the games that should 
be in this chapter; therefore, it is limited to games already available on the 
most popular services. There are many more that were not listed above, and a 
huge number of games are in development or being released as this book was 
being written. Many of these games look very impressive and are already 
developing a following. 

Dominion by 7th Level and Dark Reign by Activision, promise to add new 
levels of complexity while sticking to the popular framework. In Dark Reign: 
The Future of War, the player will be able to set waypoints for their forces and 
actually pull off some real-time maneuver warfare. There are also some very 
interesting, imaginative, and hilarious unit ideas included. Another game in 
this genre that looks very good is Total Annihilation by Cave Dog. And there 
are many more to come, including Conquest Earth by Eidos, Dark Colony by 
SSI, Imperialism by SSI, Pax Imperia: Eminent Domain by THO, and X-COM: 
Apocalypse by Microprose. 
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This is by no means all of these games; there are still Extreme Tactics, Impe- 
rium Galactica, and Starcraft. There is also a game called Army Men by 3DO 
that looks fun and interesting. In an attempt to reach the German market 
(which is very restrictive on blood and gore), the company decided to make 
this warfare strategy game mimic the toy soldiers that you played with in 
your back yard. Instead of soldiers bleeding, they get a plastic arm snapped 
off by gunfire or melt when hit with a flamethrower. 

Besides the normal strategy fanfare of games, there are now many games 
which combine the elements of several genres in an attempt to pick out a piece 
of this huge market. Uprising by Cyclone and 3DO combines action and 
strategy. Flying Nightmares 2 by Eidos combines the qualities of a simulation 
with strategy. You should be getting the idea by now: the strategy genre is 
busting at the seams with interesting and fun games. 

In the next chapter, we will discuss a much smaller genre of games—war 
games. This genre had a major hand in getting games onto your computer in 
the first place. Although they currently don't hold the popularity of the strat- 
egy genre, they are back on the upswing with a very loyal core following. 
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l. Chapter 1, we discussed the logistical problems associated with playing 
out traditional paper-based war games—from record keeping to keeping the 
cat off the board for weeks at a time. Another problem with the early board 
games was that there were fewer players with the necessary understanding of 
warfare, so it was harder to find a quality opponent. Frequently, you ended up 
playing one or two friends all the time. After awhile, you learned all of your 
opponent's strengths, weaknesses, and idiosyncrasies and started compensat- 
ing for their moves before they even made them. This got boring. 

Early computer war games solved set-up and record keeping issues, and 
the AI was always available to play, but the games could get repetitious. Not 
only would programs repeat their mistakes, they also did not show the imagi- 
nation or inventiveness of a really good human opponent. 

MPOG war gaming has changed all this. Human opposition is both plenti- 
ful and well-versed. The popularity of the war game is starting to rise again. 
There are now sites on the Web devoted solely to posting challenges for par- 
ticular games. You can go to any of these Web sites and find players for almost 
any of these games ready and raring to go! Some sites also rank players ac- 
cording to ability, which makes it easier to find someone at your skill level, or 
even a more capable player, to further challenge your abilities. 
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Achtung, Spitfire 


Figure 12-1: This game allows you to control WWII aircraft in a tactical battle, 
not fly them as in a simulation. 


Publisher/Developer: Avalon Hill. 
Number of Players: Two at a time in the same game. 


Recommended Hardware: 486 or faster running Windows 95 or Windows 3.1 
(68040 Mac or faster (including Power PC), 8MB RAM minimum, CD-ROM 
drive, modem for Internet play. 


Required Software: Achtung, Spitfire and connection software. 


Where to Play: Check the Kali server listings to see where players are gather- 
ing. These listings change over time. 


Synopsis: The game focuses on the famous Battle of Britain and the German 
blitzkrieg in the west, as well as on the tough but ill-fated French fighter 
planes in May, 1940, as the Panzers rolled through France. Players can choose 
to assume the role of the British, French, or German air forces. Intelligence is 
sketchy and the new radar systems are not very reliable. 
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The Germans are on the offensive and wreaking havoc everywhere. The 
French are just trying to stem the tide in a lost cause. The British, however, are 
fighting desperately to maintain control of their air space and the air space of 
the surrounding seas. Britain is an island and must be supplied by sea. 

If you take the role as commander of the sector stations of the Royal Air 
Force 11 Group, for example, you are confronted with multiple German air 
attacks aimed at your cities and your shipping. You don't have the resources 
to counter all of them. So you must decide which fighters to launch against 
which bomber raids and trust the others to your meager ground defenses. 

Achtung, Spitfire uses the same computer engine as its predecessor, Over 
the Reich. The game is played on any of five levels of difficulty from Lieuten- 
ant to General. You can play dozens of individual missions or step into a 
complete Tour of Duty. 


Hints, Tips & Tricks: Experienced pilots are a premium commodity, so protect 
them however you can. As play progresses, they develop additional skills and 
experience which improves their ability to fight. Sometimes in aviation com- 
bat, it is better to leave and return to fight another day than to go down in 
flames. Learn to judge intelligence reports carefully. You don't want to send 
out forces to block a non-existent attack because you overestimated an intelli- 
gence report. If you do, the time required for fueling and crew may cause 
these forces to be unavailable when the main attack does arrive. 


Related Web Sites: Look for more information at http:/ /www.Avalonhill.com/. 


The TalonSoft Battleground Series 


MONEO 
ON-LINE 


Figure 12-2: All of these games by TalonSoft are Internet-capable with the pensem of Age of Sail. 
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It was not too long ago when Jim Rose left Avalon Hill to form TalonSoft. 
Rose’s vision was that war games should be deep and complex, but easy to 
manage at the same time. At TalonSoft, Rose designed and executed the best 
war game menu interface in the business. Concurrently, he ensured that much 
more went into the graphic presentation of the games so that they didn’t 
appear substandard or behind the times when displayed next to other genres 
of games. The fact that war games didn’t require outstanding graphics to be 
good games was irrelevant; Rose knew that appearances were important. 

Regardless, Rose’s vision has proven pure, and although the Battleground 
engine does have its limitations, it is perfectly suited to the scale and scope of 
pre-20th century. The Napoleonic and Civil War titles are the strongest in the 
eight-game series, and each new installment in those eras surpasses the last. 
Far from forgetting a title after it is released, TalonSoft has also become well- 
known for upgrading already released versions of their games. The patches 
are free for anyone to download from their Web site. One of these patches will 
make all games in the series before Battleground 6 Internet-playable. Battle- 
ground 6, 7, and the soon-to-be-released Battleground 8 are all Internet-capable 
from the box. 

Internet play with the TalonSoft Battleground series does not cost a red 
penny extra. Except for connection fees to the Internet through your service 
provider, no other service is required. The player must get the game online 
and make a connection to the Internet using a TCP/IP protocol. Once online, 
you only have to give your chosen opponent (picked in advance by whatever 
means available) your DNF address. The game will do the rest. 


Battleground 1: Ardennes and Bulge 


Figure 12-3: You must own the boxed version of whichever 
Battleground game you wish to play online. 
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Publisher/Developer: TalonSoft. 
Number of Players: Two at a time from the many fans of these games. 


Recommended Hardware: Windows 95 or Windows 3.1, 486 DX/33 minimum. 
5MB minimum free hard-disk space, 2x CD-ROM required, 8MB minimum 
RAM, Microsoft-compatible mouse, all Windows-compatible sound card, 256 
color SVGA, supports 640x480 or 1024x768 screen resolutions. 


Required Software: Battleground: Ardennes (or its replacement, Bulge) and 
Internet connection software. 


Where to Play: On the bone, as some would say, or online directly on the 
Internet to the rest of us. You don't need any third-party support. 


Synopsis: The first game in the Battleground series, Ardennes, was an excellent 
game in its own right; its replacement, Bulge, is even better! There was noth- 
ing wrong with the original game; TalonSoft just updated the engine and 
added some scenarios to the already proven concept. The AI is more aggres- 
sive and unit concealment is improved. The 3D graphics are enhanced and AI 
advantage is now variable. 

This first game in the classic Battleground Series covers the great German 
winter offensive of 1944. The Battle of the Bulge was considered to be the last 
stand of the German Army. The Germans attacked with a large number of 
divisions over a narrow front in Belgium. After the attack failed, Germany's 
hopes of winning the war lay across the battlefield in the burning or gasless 
hulks of their superior armored forces. 

The player has a plethora of scenarios and campaigns to choose from, along 
with a scenario editor to create new battles. All of this is contained in an inter- 
face that is simple to learn but difficult to master. If World War II tactical and 
operational combat is your bag, it is hard to pass on these games. 


Hints, Tips & Tricks: The AI tends to choose shooting over moving and thus 
misses the chance for tactical advantage occasionally; it also shows this weak- 
ness by worrying more about the objectives than tactical positioning (in other 
words, short-term vision). The artillery can be devastating against soft targets 
in the open, especially the American M7 Priest. The German tanks can be hell, 
but the American infantry can cut them down to size with assaults. Finally, 
whenever facing a tough opponent, use smoke to approach and close with 
them; it reduces their attack strength to half. 
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Related Web Sites: Find out more at http:/ /www.talonsoft.com/. 


Battleground Civil War Games 


The popularity of the Civil War era in the history of our country remains 
strong. There are annual reenactments of many of the famous battles, histori- 
cal groups, and a large amount of Web sites devoted to the era. Thus, it is no 
surprise to find out that games devoted to this historical period also do well in 
the crowded games market. A high-quality war game based on historical 
accuracy allows the player to second guess the decisions that were made 
during the war, and TalonSoft's design teams are positively anal about ensur- 
ing historical accuracy without sacrificing playability. 


Publisher/Developer: TalonSoft. 
Number of Players: Two. 


Recommended Hardware: Windows 95 or Windows 3.1, 486 DX/33 5MB 
minimum free hard-disk space, 2x CD-ROM, 8MB minimum RAM, Microsoft- 
compatible mouse, Windows-compatible sound cards, 256 color SVGA, sup- 
ports 640 x 480 or 1024 x 768 screen resolutions. 


Required Software: The particular game and your Internet connection software. 
Where to Play: See TalonSoft products above. 


Synopsis: All the games in this series are described as easy to play, hard to 
master. They include stunningly detailed battlefields represented in either 
two-dimensional or three-dimensional views. Regimental-level units parade 
around the battlefield in authentic uniforms of the period. Play against the 
computer or play head-to-head against your best friend via modem-to-modem 
(direct phone connection between computers), null modem (physical connec- 
tion using a phone cord between two computers at the same location), by 
e-mail, or of course, Internet play (TCP/IP connection over the Internet). 
These are turn-based games that allow the player to choose when and 
where to make their stands. The games work on a victory point basis which 
gives points for troop losses and objectives controlled. Variable command 


Chapter 12: War Games € 265 


level lets you play some or all of your favorite army as your skills progress. 
There are plenty of battles for you to choose from, as each of these games 
contain not only the full-blown battle represented by the game name, but also 
many of the smaller battles that either led up to this battle or had an effect on 
the larger one. 


[aj 06h. The Wheatfield to Round Top PHEIES 
Phase Units Melee Reinforce Status Display AN Special Options Help 


Figure 12-4: The map screens in the TalonSoft series are large, and you will need to scroll them 
in all directions to properly manage your units. 


Battleground 2: Gettysburg 


July 1-3, 1862 in Gettysburg, Pennsylvania. Take part in one of America’s 
greatest battles. Gettysburg is the second game in the classic Battleground 
series, with the Battleview combat system. Scenarios include the entire three- 
day campaign, or play individual engagements like Culp's Hill, Wheatfield to 
Little Round Top, Pickett's Charge, or any of dozens more. 
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trickle in throughout the 3-day battle, so command and control was difficult. 


Battleground 4: Shiloh 


April 6-7, 1862, southern Tennessee. A spectacularly rendered battlefield 
highlights this momentous and bloody struggle, which some have called the 
beginning of the end for the Confederate States of America. Battleground 
Shiloh covers the two days of April 6 and 7, 1862, when the Confederate Army 
under Albert Sidney Johnston launched a bold surprise on U.S. Grant's Union 
Army. Lavish attention to detail, gorgeous graphics, and full-color reenact- 
ment videos are the highlighted features of this game. 

A variable-entry reinforcement option has been added with this installment 
of the series. The multiple scenarios include: The Surprise Attack, Hornet's 
Nest, and Pittsburgh Landing, among others. The variable command control 
option allows novices to command some or all of the army. Gunboats are 
another new addition to the series in this game. 
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Figure 12-6: One of the nice things about the TalonSoft engine is that you can zoom 
in on any portion of the battlefield to get a better tactical perspective. 


Battleground 5: Antietam 


September 17, 1862, Sharpsburg, Maryland. The bloodiest single day in Ameri- 
can history. The battle was between Lee's Army of Northern Virginia and 
McClellan's Army of the Potomac. General Lee's success at the battle of South 
Mountain three days earlier allowed him to mass or concentrate his forces 
deep in Union territory. This forced General McClellan to respond with his 
larger army, but McClellan was hesitant, not knowing the full strength and 
disposition of Lee's forces. As any good General will, Lee took advantage of 
McClellan’s indecision to make this battle much closer than it should have been. 

The game compares very favorably with other recent games that cover this 
period like Age of Rifles and Robert E. Lee: Civil War General. This is not just 
a game that glorifies warfare with glittering of bayonets and sabers. To the 
serious war gamer, it's a history lesson with all of the serious connotations of 
combat of this style, particularly to the costs of this combat in human life and 
the lessons to be learned about indecisiveness. 

There are approximately thirty scenarios for the player to enjoy, including 
not only the full battle of Antietam but a ^what if" version of the battle where 
McClellan commits his entire force at once. This (very graphically) demon- 
strates how this battle could have had a much different result. 
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Figure 12-7: Every unit is modeled for strength, troop quality, fatigue level, how far they can 
move each turn, and the effective range of their weapons. 


Battleground 7: Bull Run 


Bull Run is the seventh installment in the TalonSoft Battleground series of 
games. Veterans of previous games in this series based on the Civil War time 
period will find the interface very familiar and easy to play. There are some 
updates to the AI though. Disrupted units are no longer capable of melee attacks, 
and the fields of fire for units in line-formation are now broadened. These are 
only improvements to what is one of the best war gaming interfaces ever. 

The battlefield site at Manassas is where two of the finest Confederate 
victories of the war took place. The first battle of Manassas, or Bull Run, oc- 
curred in 1861. This was the first large-scale engagement between the two 
sides in the war. General McDowell, who attempted to pin the confederate 
troops with a frontal diversion and then outflank them, led the Union army. 
The Confederates, under General Beauregard, did not fall for the feint, as it 
was weak, and redistributed their troops in time to meet the threat. 

Other Confederate commanders made a name for themselves in this battle 
as well. Stonewall Jackson earned his nickname here, and J.E.B. Stuart and 
Kirby Smith also gained in reputation. When the dust settled, McDowells 
attempts at retreat degenerated into a rout of his forces. The roads back to 
Washington were reportedly crowded with not only Union troops but also 
panicked civilians who had come to watch the battle with their picnic baskets. 

The second battle of Bull Run took place in 1862, after Jackson’s lustrous 
performance in the Shenandoah Valley. General Pope was in command of yet 
another Union Army and marching it south on Richmond. General Lee came 
out to meet him, and after victory Lee decided to go on the offensive. This lead 
to the battle of Antietam. 

This game allows the player to recreate and participate in both of the large 
main battles. One of these is a grueling two-day campaign for a veteran war 
gamer. Also included are twenty other scenarios which allow examination of 
key portions of the main battles. 
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Hints, Tips & Tricks: For all of the Civil War series of games: With the original 
games of this series, the AI would sometimes give up the tactical advantages 
of superior ground to defend an objective. This has been corrected in later 
games, as the AI now fights much more intelligently. There are still weak- 
nesses, as the AI will sometimes retreat an entire line of forces due to a flank- 
ing maneuver by a small opposing group of units. Another problem with this 
series has been the fatigue rules, which has been addressed and improved for 
a more realistic result. 

Strategy involves the movement and support of large units like brigades or 
divisions. Tactics involve small units like companies and platoons. The Battle- 
ground system models operational level combat, which falls between the two. 
You can focus on tactical fire and movement for specific objectives, but the 
strategic implications of cutting off supply lines or raiding in the rear of the 
enemy are not modeled. And the outcome of your battles, no matter how 
successful, doesn't impact whether other battles occur, for the game has no 
campaign mode. For example, with a Union victory at South Mountain, the 
actual Battle of Antietam probably would not have taken place. 

There are three key elements on this battlefield: leaders, artillery, and cav- 
alry. Each has its own pivotal role that affects the outcome of the battlefield. 
The presence or absence of good leadership can be a decisive factor, as it 
affects not only the combat strength of the individual units but also how fast 
units will recover from routing. The cannonade or artillery was devastating in 
its effectiveness and has been accurately reproduced. If the player can get 
close to the enemy infantry with their field artillery without losing it to a rush 
of forces, it will quickly make piecemeal of the opponent. The cavalry, while 
not of much consequence in the actual battle, can be used to player advantage 
also. If the player can cut through enemy lines with a large enough cavalry 
force, they can prey on enemy supply wagons and artillery. This requires 
speed and planning to pull off successfully, as they must approach an enemy 
artillery position and close to melee combat range (one hex, one space on the 
board) before the enemy has the chance to turn and face them. 

General tactics of the field are simple. Flanking maneuvers, when they can 
be achieved, greatly alter the combat odds in favor of the attacker. Units can- 
not retreat from the zone of control (one hex in every direction from the hex 
the unit is in) of one enemy unit to the zone of control of another. Once 
trapped in this manner, units can be overrun and captured, removing them 
from the battle forever. There are basically two formations for each unit: one 
for movement and one for battle. With the cavalry and infantry however, the 
player can approach from a distance and perform melee combat if morale is 
high and fatigue low. The feint is another tactic that will sometimes catch the 
AI off guard. A human opponent, of course, is another matter entirely. 
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Related Web Sites: There are numerous Web sites devoted to the Civil War and 
history of the era. There are also some very interesting sites of organizations 
devoted just for reenactment of battles. For the individual looking for a chal- 
lenging game, there is the TalonSoft ladder page at Mindspring. 


E http://www.cwc.lsu.edu/ 

http:/ /www.dsu.edu/ -jankej/civilwar.html 
http:/ /www.onr.com / 

http:/ /www.geocities.com/hollywood/1833/ 
http:/ /www.constellation.org / 


http:/ /www.mindspring.com/ -mmcmain/ 


Battleground Napoleonic War Games 
Publisher/Developer: TalonSoft. 
Number of Players: Two at a time for any particular game. 


Recommended Hardware: Windows 95 or Windows 3.1, 486 DX/33 minimum, 
5MB minimum free hard-disk space, 2x CD-ROM, 8MB minimum RAM, 
Microsoft-compatible mouse, Windows-compatible sound cards, 256 color 
SVGA, supports 640 x 480 or 1024 x 768 screen resolutions, modem for 
Internet play. 


Required Software: The particular game and your Internet connection software. 
Where to Play: See other TalonSoft products above. 


Synopsis: The War of 1812 could have had a different set of historical references, 
had Napoleon not distracted the attention of British away from the colonies and 
back to Europe. The gaming interface of the Battleground series is simple and 
well thought out. It is one of the best, as everything a player needs to know is 
within a mouse click. The maps make it easy to keep track of what is going on, 
allowing the player to keep his or her thumb on the big picture. 
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The graphics of this series are beautiful. The game map is hand-painted in 3D, 
and the uniforms are replicated in the full color of the time. If you don't like this 
view though, the interface also has unit icons or die counter views available. 


Battleground 3: Waterloo 
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Figure 12-8: The Napoleonic units are much more EET than their Civil War counterparts. 


June 18, 1815, Waterloo, Belgium. The Allied armies, under the command of 
England's Duke of Wellington and Prussia's Field Marshall Blucher, could not 
stop Napoleon two days before at the twin battles of Ligny and Quatre-Bras. 
The Duke decided to make one last stand against Napoleon at the hamlet of 
Waterloo. As the Duke, players determine whether they can stop Napoleon's 
Grand Armee—or, as Napoleon, can you take control of Europe? 
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Battleground 6: Napoleon In Russia 


Figure 12-9: Cavalry units are very effective because they can follow up a successful 
charge attack with a subsequent attack on another adjacent unit. Use this tactic to roll up 
enemy lines of battle. 


Borodino represents several crucial battles in Napoleon's Eastern Campaign. 
Napoleon's original force of 650,000 men had been whittled down to 165,000 
men and 585 guns and was maintaining a front 700 miles long. At Borodino, 
within reach of Moscow, Napoleon attempted to force Kutusov to commit his 
entire force of 121,000 men and 640 guns. Kutusov did not fall for this, and 
whittled the French down further before burning Moscow and leaving it to the 
French. The Russian scorched earth policy was being used again. Like Charles 
XII of Sweden, Napoleon found nothing to sustain his troops. 

Napoleon in Russia offers 21 scenarios, ranging from eight to 52 turns in 
duration. Each turn is composed of movement, defensive fire, offensive fire, 
cavalry charge, and melee phases. Players may command either side for the 
grand battle, focus on particular engagements within the battle as a whole, 
even explore non-historical variants such as what might have happened if the 
French had been attacked by the Cossacks that were shadowing them on their 
retreat across the Borodino battlefield. 
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Battleground 8: Prelude to Waterloo 


Figure 12-10: Terrain played a major role in most Napoleonic engagements, and the TalonSoft 
engine models the effects of terrain very well. 


At the time of this writing, this game had not been released yet. Since all 
TalonSoft games are usually equal to in stature or improvements on the previ- 
ous designs, it is safe to say that this will be another fine game. 

Prelude to Waterloo delivers both battles of Ligny and Quatre-Bras in the 
days preceding the epic struggle at Waterloo. Can you lead Napoleon's French 
forces to victory at Ligny and Quatre-Bras effectively splitting the Anglo- 
Allied Armies to continue the conquest of his empire, or help the British and 
Prussian armies defeat L'Empeurer and prevent his advance to Wateloo effec- 
tively ending Napoleon’s tyranny of Europe? 


Hints, Tips & Tricks: Tactics are basically the same as they were for the Civil 
War games. All Battleground games use the same engine or AI; in later games 
it is just more refined. 


Related Web Sites: There is of course the regular TalonSoft page for the game 
plus a site with hints and tips for Waterloo itself. There is also another interest- 
ing site with information pertaining to the Nopoleonic era in general. 
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B http:/ /www.talonsoft.com/ 
B http://www.ndirect.co.uk/~mst 
B http://www.eclipse.net/ -pkarecki / 


Close Combat 


Figure 12-11: Close Combat portrays just that, small unit engagements 
where individual soldiers can make a difference. 


Publisher/Developer: Microsoft/ Atomic Games. 


Number of Players: Two at a time from the hundreds of loyal players of this 
game. 


Recommended Hardware: Windows 95 or Mac OSsystem 7.5.1 with 
QuickTime 2.1, 16MB RAM recommended, 20MB free hard-disk space, 2x 
CD-ROM drive, Microsoft-compatible mouse (standard ADB mouse for Mac 
OS), graphic support (640 x 480 256 color resolution or minimum 13" monitor 
for Mac SO), sound card for Windows machines, modem for head-to-head 
play or network interface for network play. 


Required Software: Close Combat game and connection to the Internet 
Gaming Zone. 


Where to Play: Head-to-head play on the Internet Gaming Zone. 
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Synopsis: Microsoft's Close Combat is a recently released strategy war game 
that addresses the problem of combat morale and attempts to correctly adapt 
it to the game. It is not just another game morale system; it's based on a real- 
world study of the behavioral effects of combat stress as prepared by Dr. Steven 
Silver of Temple University. This real-world model determines how and why 
the forces in the game react, not only to orders, but to the current environment 
during play. So the troops under the player's command will attack heroically or 
cut and run, just like their real-life counterparts would under similar conditions. 

This game is historically set in the time period from D-day (June 6, 1944) to 
the taking of Saint-Lo (July 18, 1944). There are 39 battles that are extracted 
from the six operations that make up the campaign, which of course, can be 
played for either the German or the American sides. Time of play for each of 
these battles can range from 10 minutes to a half an hour, depending on the 
skill of the player. This does not, of course, sound like it would keep the player 
busy for any length of time at all. But there is a kicker: the AI is designed to 
adjust to the player's skill level. So if the player is winning the battles handily, 
the AI will bring stronger forces in against them in the next battle. This means 
that no battle will be the same—the better the player does, the fewer reinforce- 
ments he or she gets. 

Another nice touch that Atomic added is the replay option. This allows a saved 
battle to be replayed, with the player assuming the role of spectator until they 
choose to issue a command. Once a command has been issued, the game kicks 
back into manual mode, and the player must take control of his or her forces. This 
allows the changing of tactics if things didn't go well the first time. It also serves 
well for sending in copies of your battles to sites devoted to the game. There, the 
battles can be compared to determine player ranking and expertise. 


Hints, Tips & Tricks: So, how does one beat the game? This game requires 
leadership skills to play well, as psychological and physical stresses affect the 
performance of each unit in your command. This is a combined arms strategy 
war game, and thus requires knowledge of the weaknesses and strengths of 
force types. Combat is of the tactical nature, as units are platoon sized. Use 
smoke to cover advances or the changing of positions, and finally flank the 
enemy whenever possible. A tank in the enemy's rear is just as devastating as 
in real life. 


Basic American Tactics 


Game play starts with the player being presented with a battle map. The areas 
where you may deploy are distinct, areas close to you are slightly shaded, and 
the more distant areas are quite dark. Planning is imperative at this stage, as 
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what objectives you decide to take influence greatly where you should place 
your troops. A major or decisive victory can usually only be obtained by de- 
stroying the enemy forces. There are basically two means of troop deployment 
with this game: concentration of forces or pin and flank. When your forces are 
concentrated, they will overwhelm spread-out defenders one or two at a time. 

Sometimes it is necessary to pin the opposing forces with a small force to 
the front and then send the remainder of your forces around the enemy at the 
upper or lower portions of the board. Once in the enemy's rear, they are free to 
raise havoc with the enemy's defenses. Some missions are played the best with 
either of these tactics, the mission itself, or the layout of the battlefield will 
determine which works better. 

Once the battle begins, find out where the Germans are. Try to concentrate 
your fire on their positions that are close to your objectives. Suppressive fire is 
extremely important in Close Combat. As more fire comes the way of any unit 
in this game, they become less likely to return fire. Drop smoke in front of other 
defenders while you focus on one or two areas for your attack. When your 
opponents start cowering or retreating, advance on your objectives. Do not lead 
with your tanks. Drop more smoke in front of the building or hedge you wish to 
capture to prevent any unpleasant Panzerfaust surprises. Leap frog your units, 
have some lay covering fire; while others advance. Never issue the ^move fast" 
command to troops under fire; they will be of no use to you anymore. Patience 
is key; on the Close Combat battlefield, never rush things. Since the Americans 
are usually numerically superior, use your forces as combined arms—in other 
words, keep tanks and infantry together on your assaults. 


Basic German Tactics 


For the Germans, the object is pretty simple: take the will to fight away from 
the enemy. Make them pay for every building, hedge, or wall. Set up am- 
bushes whenever possible, even if it means abandoning a victory square. The 
Americans will expect your troops to be in the buildings, so try to pick unex- 
pected areas for your forces. Do not spread your forces too thin, as you are 
usually outnumbered. 

Try to set things up so that the Americans come into range in open terrain. 
Once they are in the open, concentrate your fire there, especially on tanks and 
bazooka teams. You cannot get into a slugfest with a superior force and win. 
The morale of your troops will fall and you will lose. If the enemy is hiding in 
buildings, use fire from your Panzerschrecks or mortars to dislodge them. Use 
smoke and covering fire to withdraw from positions that are untenable. Don't 
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be afraid to give up an objective for a better defensive position. Remember 
always that you are on the defensive, and whittle the opposing forces down to 
a size you can handle. 


Related Web Sites: There are numerous sites that cater to the fans of this game. 
It has created a large following for itself among the war gaming community 
with its psychological combat modeling. Sites are there for you to chat with 
other gamers, to look at the best played scenarios, and to rate yourself and the 
opposition. 


E http:/ /www.wizweb.com/arena/closeCombat/ 
E http:/ /www.microsoft.com/games/kickbutt/ 
E http:/ /www.geocities.com/TimesSquare/ Alley /1604/ 


Close Combat II 


4 E 
Zon Bridge” 


Figure 12-12: The Close Combat command and control interface have been substantially 
overhauled for the sequel. 


Publisher/Developer: Microsoft/ Atomic Games. 


Number of Players: Two planned at a time. 
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Recommended Hardware: PC: Pentium 90 or higher processor, Microsoft 
Windows 95 or NT 4.0 with Service Pack 3, 16MB of RAM 45MB of free hard- 
disk space, 4x CD-ROM drive, SVGA video card supporting 800 x 600 high 
color (16-bit) resolution, Microsoft mouse or compatible pointing device, 
Windows 95-compatible sound board, headphones, or speakers (recom- 
mended), 28.8 kbps or faster modem for head-to-head play. 

Mac OS: Power Macintosh with System 7.5 or later, 16MB RAM, 40MB 
available hard-disk space, 4x speed CD-ROM, display capable of at least 800 x 
600 resolution at thousands of colors, 28.8 kbps or higher modem for head-to- 
head play. 


Required Software: The game itself and the software for the service on which 
the game is hosted, most likely Microsoft's Internet Gaming Zone. 


Where to Play: Probably will be picked up in the same arenas as the original 
game. 


Synopsis: At the time of this writing, this game had not released yet. Close 
Combat: A Bridge Too Far is a real-time World War II strategy game that puts 
you in command of either the Allied or Axis forces during Operation Market 
Garden in German controlled Holland. 

As the clock ticks down in the desperate fight to control five strategic 
bridges across the rivers Rhine, Waal, and Maas, you'll see why Operation 
Market-Garden is easily one of the most dramatic battles of World War II. The 
biggest airdrop operation ever attempted, this battle cost the Allies nearly 
twice as many casualties as D-Day, and although it was hoped to be the light- 
ening strike needed to end the war in 1944, things didn't quite go as planned. 
Real-time action makes the battlefields come alive with the sights and sounds 
of war. The men under your command act like real soldiers; they react realisti- 
cally to the situation they're in and are dynamically affected by their strength, 
ability, and mental condition. True line of sight (LOS) and line of fire (LOF) 
replicates the fog of war. Elevation effects for terrain and buildings (all using 
rich 16-bit graphics). Other aspects that make the game more realistic are 
direct and indirect fire, the ability to enter buildings for protection, vehicle 
headings that affect armor protection, and a limited amount of ammo. 
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There are several features of this game that are new and sound exciting. 
First of all, the strategic planning layer now permits the player to control who 
gets reinforcements and supplies. It also allows the player to draw on divisional 
reserves and gives the player another avenue to out-plan his or her opponent. 

Graphically, there have been many improvements; the maps are made from 
aerial reconnaissance photos. And now the buildings have multiple stories 
with roofs that don’t allow viewing of the interior until you are close enough. 
Terrain effects are also now in the game, including the advantages of being in 
the new multistory buildings. Flame throwers and exploding bridges have been 
added along with some new unit types to include the dreaded Tiger II tank. 

Another nice feature planned for this game is dynamic battle flow. That 
fancy term simply means that damage can carry over from multiple battles on 
the same map, plus you get to keep the ground gained in the previous battles. 
You could possibly take a map, move to the next, and then get forced back to 
the last map. If you are really getting your rear handed to you, there will now 
be the ability to withdraw and fight another day. 


Hints, Tips & Tricks: None at this time as the game is expected to release before 
the holidays. Expect many of the tactics to be similar to those used with the 
original game of the series. 


Related Web Sites: There are already several sites devoted to this game and it 
is still several months from completion and release. If this continues, this game 
should be a hit with the public. Most of the information available now is just 
on features of the game and chat among gamers about the game. 


E http://www.gamersexchange.com/cc2/ 

E http:/ /www.microsoft.com/games/closecombat/default.htm 
E http://www.atomic.com/games/cc2main.html 

E http://www.telepath.com/www/tmcelroy/close.combat/ 

B http:/ /www.geocities.com/ TimesSquare/ Alley / 1604 / 
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East Front 


Figure 12-13: The battle for the factory complexes around Stalingrad was fierce, 
house-to-house fighting. The East Front engine conveys this very nicely. 


Publisher/Developer: TalonSoft. 
Number of Players: Two at a time per battle. 


Recommended Hardware: 486 DX Pentium (Pentium recommended), Win- 
dows 95, monitor capable of high-color (16 bit) at 640 x 480, 800 x 600 or 1024 x 
768 resolutions, 8MB RAM minimum (16MB recommended), 2x CD-ROM or 
higher, Microsoft-compatible mouse. 


Required Software: The game and Internet connection software. 


Where to Play: No service except an Internet service provider is needed. The 
player only needs to get on the Net with the game running and then give his 
or her opponent the DNF address. The connection is made through TCP/IP. 


Synopsis: East Front takes the player to World War II to recreate combat be- 
tween the German Wehrmacht and the defenders of Russia. This is platoon- 
level tactical combat controlled at the company commander level. If you can 
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earn it, promotions as well as replacements and equipment upgrades are in 
line for the savvy player. 

The game contains both campaigns and individual scenarios for the player 
to indulge, and a scenario editor is available for creating your own exciting 
missions. Not that it is needed, as this game contains some of the most famous 
battles of all time from World War II. Kursk and Stalingrad are among the 
many selections. 

Like all TalonSoft games, the focus is on historical accuracy; this is a game 
for war gamers. Wanna-bes need not apply. 


Hints, Tips & Tricks: None at this time. This is another game that will release 
before this holiday season. 


Related Web Sites: Your best source of information is the Talonsoft site, found 
at http:/ /www.talonsoft.com. You can also visit any of the major online gam- 
ing sites like http:/ /www.gamespot.com, http:/ /www.gamepen.com, or 
http:/ /www.happypuppy.com. 


Great Battles of Alexander 


i The Battle of Issus - [Landscape View] 


Game Leader Unit Combat Map Window Help 


í 


cme EI | ATS ] 
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Figure 12-14: The battles of antiquity can be a great change of pace from the more popular and 
prevalent Civil War and World War II war games. 
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Publisher/Developer: Interactive Magic/Eurdite Software. 
Number of Players: Up to six players at a time for a game. 


Recommended Hardware: Windows 95, 486DX4/100 MHz processor or faster, 
16MB RAM, SVGA video card, 2x or faster CD-ROM drive, supports most 
popular sound cards, modem for Internet play. 


Required Software: The game and Genie connection software. 
Where to Play: Genie. 


Synopsis: This game, like many, has a checkered past. Development started 
about two years ago with Eurdite Software using a GMT Games board game 
as the basis. Since then, the game was picked up and dropped by SSI, and 
then finally brought to fruition with Interactive Magic as a partner. 

The Great Battles of Alexander traces the military career of one of the most 
famous generals of all time, Alexander the Great—from his initial fight along 
side his father through nine other battles across Africa and Asia. This is a 
typical war game in that it is turn-based, but the similarities end here. The 
game uses an interesting random generation to determine whose initiative it is 
within a given turn. It may be two or three generals from the same side and 
then one from the other, and back and forth until all generals are covered for 
that turn. When playing on the highest levels, you will only have command of 
either Alexander or his direct opponent for the battle. You can issue orders to 
the sub-commanders but once play starts, the AI will control the forces that are 
not directly under Alexander’s command. 

This game has some work put into it. Historical accuracy was of course one 
of the main points of the game. Unit types like hypaspists, peltasts, cardaces, 
slingers, and even elephants, are only a portion of the types that are in the game. 
Zones of control, missile attacks, leadership initiative ratings, and even rampag- 
ing pachyderms are all features that make this game an enjoyable experience. 
And yes, they even included the touch about horses being afraid of elephants. 

Another thing about this game that sets it apart from the rest is the length of 
time it takes to perform the battles. No long, drawn out battles here. The 
longest battle should take no longer than three hours to complete. This is 
welcome news to those who will be playing online. Admittedly, some of the 
games mentioned in this chapter might be better played via e-mail due to the 
length of game play. 


Chapter 12: War Games € 283 


Hints, Tips & Tricks: This game just released, and specific game play hints are 
not yet available. 


Related Web Sites: http: / /www.Imagicgames.com/alexander.dir/ 
alexander.html. 


Harpoon Online 


Figure 12-15: Harpoon Online is the quintessential simulation of modern Naval Warfare, but be 
forewarned that the game comes with a fairly hefty learning curve. 


Publisher/Developer: Kesmai/Interactive Magic. 
Number of Players: Up to eight players at a time in any one game. 


Recommended Hardware: Windows 3.1 or higher, 10MB free disk space, 8MB 
RAM, 486/33, 14.4 kbps modem. 


Required Software: Harpoon Online game and service connection software. 
You can also get in with the game Harpoon 97, which contains a package to 
get the player into AOL. 


Where to Play: AOL, CompuServe, Delphi Internet, EarthLink Network, 
GeoCities Arcade, Gamestorm, Prodigy, and the TV Guide Network. 


Synopsis: This is the game for the nautical gamer. There is nothing on the 
market better for modern naval warfare. The action is real-time and highly 
detailed. This is not a game for the beginner, as the detail and knowledge 
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required to play this game well is exhausting. There are numerous ship, sub- 
marine, and aircraft types to become familiar with in order to properly use 
them. The action for the game takes place in the North Atlantic and the player 
has a choice of either the Red (Soviet) or Blue forces. They can either be the 
battle leader or a subordinate commander of forces for that side with their 
own battle group or air forces. 

Each side has a mission, and it is up to each player to eliminate anything 
that could prevent him or her from performing that mission, including the 
enemy of course. This is modern naval warfare with Surface to Surface, Sur- 
face to Air, and all other types of missiles. Radar and sonar, AWACS aircraft, 
and all the other modern sensors, weapons, and command and control sys- 
tems are included. 

Like all games of the online variety, the enemy's ability to learn and adapt is 
a constant threat to your forces and the ability to complete your mission. And 
if you get in a jam, you can always use the radio room to request help from 
your fellow players. 


Hints, Tips & Tricks: Playing against people is much different from playing 
against an AI. The game is much more exciting and challenging. The other 
side learns fast from their experiences, especially their mistakes. 

Strategy and planning are essential to playing this game to win. Once the 
mission is picked, the player must have a well-considered strategic plan for 
victory. (You must be sneaky.) You must hit your opponent when and where 
they are least expecting it and do as much damage as possible. To do this, you 
need intelligence of all types. What are the enemy's weaknesses? What are my 
weaknesses? Where are they likely to hit me? What sort of ruse am I going to 
use to fool my opponent? 

The art of deception or camouflaging your intentions is a must. Surprise the 
enemy by leaking a short radar signal to his or her south and then attack from 
the north. Use diversionary attacks to fool the enemy into thinking your main 
attacks will come from one direction and then attack from another. Mistakenly 
release a radio broadcast that is fake for the enemy's perusal. The statement that 
all is fair in love and war is true and only limited by the player's imagination. 

In real warfare, time can pass as weeks of boredom spiked by seconds of 
sheer terror. In war games, this is different, as every player expects the action 
to be intense immediately. Fool them, go eat a sandwich and drink a coke, 
when you get done, attack suddenly and savagely. Hopefully, the enemy will 
be lulled to sleep in the interim, or think they are in the wrong position and 
move off to another one. Anticipate your opponent's moves and try to catch 
them in a lull before they think it is time to fight. 
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Related Web Sites: 
B http://www.usni.org 
E http:/ /www.ariesgames.com/games/harpoon/ resources/platform.html 


B http:/ /www.jcpress.com/tailhook/harpoon.htm 


Operation Market-Garden 


Figure 12-16: The Operation Market-Garden interface is fairly simplistic, but don't let that fool 
you, this is one tough battle to play from the Allied side. 


Publisher/Developer: MPG-NET. 
Number of Players: Two at a time. 


Recommended Hardware: 486/33, 10MB free hard-disk space, 8MB RAM, 14.4 
kbps modem. 


Required Software: Windows 95, MPG-NET connection software, and the 
software of the game. 
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Where to Play: MPG-NET. 


Synopsis: On September 17, 1944, three divisions of Allied paratroopers dropped 
into a narrow corridor stretching 60 miles into Nazi-occupied Holland. Their 
mission was to seize a series of bridges that would allow the Allies to advance 
across the Rhine River and enter Germany, hastening the end of World War II. 
The British forces were ordered to attack overland and link up with the para- 
troopers. The Germans opposing the Allies were the remnants of forces defeated 
in France, plus units hurriedly formed and thrown into combat. 

In this graphic adaptation of the classic two-player GDW board game based 
on the largest airborne operation in history, surprise, and deception are para- 
mount. You and your opposing commanding general plot strategy, probe 
enemy positions, and strive to seize the initiative. Pieced together estimates of 
the enemy strengths and intentions assume historical importance. Players can 
take on the roles of generals preparing to direct their troops on the most im- 
portant mission of their career. The details of masking enemy troop move- 
ments, resolving combat, and analyzing the availability of troops are handled 
by the computer system. The players may devote their time to planning a 
winning strategy as they battle to change history. The campaign is tense; its 
outcome always in doubt. It takes a great deal of skill and daring to achieve 
victory in this game. 


Hints, Tips & Tricks: The Axis player has a better chance of destroying a bridge 
if there is an Axis unit stationed at one end of it. 


B If the Allied player does not use up all of his airdrop points before the 
first movement phase, that player will still have them available just 
before his or her second movement phase. 


W The Axis player can cause as much havoc with a small, fast unit as he or 
she can with a large, armored unit. 


B Take some time to read the reinforcement schedule, as much can be 
accomplished with where a unit arrives from as when it arrives. 


W If you cut off as many units from their line of supply as early in the game 
as possible, it lessens the danger to your units. 


W Always keep something in reserve, when possible. 


W Encircle and destroy. If you can't get every unit up into the circle, get 
them as close as possible. It may make an avenue of retreat invalid. 


W The Allied player should try to rebuild an airfield as quickly as possible. 
The Axis player should try to keep the airfields damaged and unavailable. 
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W For the Allied player, the historical drop zones are not a bad model for 
attack. However, it will keep you just as busy as it keeps the Axis player. 


=E Only the German units can use the fords shown on the map; the Allied 
engineering and bridge-building units can ferry other units across water 
in addition to themselves. 


Related Web Site: http:/ /www.mpgn.com/ 


Over the Reich 


Figure 12-17: Like its successor Achtung, Spitfire, Over the Reich is 
a game of tactical air combat, not a flight simulation. 


Publisher/Developer: Avalon Hill. 
Number of Players: Two at a time. 


Recommended Hardware: MS Windows 95 or Windows 3.1, 486 or Pentium, 
68040 or faster (including Power PC), 8MB RAM minimum, CD-ROM drive, 
modem for Internet play. 


Required Software: The game and your connection software. 
Where to Play: Visit the Kali server listings to find players near you. 


Synopsis: You command an Allied or German squadron of 16 fighters over 
World War II Germany, 1943-1945, in this strategy and role-playing game. 
Choose the aircraft, select the pilots and armaments, plot the missions, and 
fight your way to final victory. Fight single battles, plan and fly a mission, or 
serve a complete tour of duty with 24 aircraft types, including prop fighters, 
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jets, rocket interceptors, and bombers. Each pilot has unique characteristics 
that affect combat performance. The program features a variety of missions: 
fighter sweeps, airfield raids, bomber escort and interdiction, close air sup- 
port, naval strikes, V-2 rocket site raids, and more. Video clips of actual war 
footage highlight takeoffs, kills, ground attacks, and so on. There are five 
levels of difficulty—no reflexes required, just tactical smarts. Play as Allied or 
German against a strong computer opponent or two-players can go head to 
head via hot-seat, network, or Internet play. 


Hints, Tips & Tricks: See Achtung, Spitfire above. 


Related Web Site: Currently, except for reviews, the only site with information 
on this game is Avalon Hill's at http:/ /www.avalonhill.com/. 


Panzer General Online 


Figure 12-18: Panzer General holds the distinction of being the war game that 
sparked the recent resurgence of interest in this genre. 
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Publisher/Developer: Mindscape/SSI. 
Number of Players: Up to six players for any one game. 
Recommended Hardware: 486 66MHz and 8MB RAM. 


Required Software: Windows 95, Panzer General Online version 1.1, Direct X2, 
and the drivers for the particular network. 


Where to Play: TEN, Mplayer. 


Synopsis: Panzer General is a strategic WWII war game by SSI. There are over 
350 different unit types in Panzer General, and each has its own beautifully 
drawn image that is overlaid on the full-color 12 by 8 hex visible section of the 
main map. The play uses a turn-based system that allows the players to move 
and shoot and then move on. Famous battles such as Market Garden, Kursk, 
Anzio, D-Day, and El Alemain are included, including “what if” scenarios like 
Operation Sealion and an attack on Washington. Troops from more than a 
dozen countries are included, with the Russian, German, US, British, and 
French sides forming the majority of the units. 

The game uses several innovative factors to increase realism and enjoy- 
ment. The first factor is a Prestige Points system that opens up a lot of flexibil- 
ity for commanders to upgrade the equipment of their formations over time, 
take on replacements, even build entirely new types of units. Taking cities, 
killing units, quick victories, and so forth all gain you prestige. The more 
prestige you build up, the more respect you earn with German High Com- 
mand, and hence the more (and better) equipment you can get. These points 
are awarded instantly, so you can use them right away. 

In 1939, the weaponry available to you is quite limited; you get basic infan- 
try, and a range of lesser PzI and PzII tanks, fairly weak artillery, and only 
early Me109s and Stukas. As the game progresses, new unit types become 
available at the time they historically came into action. Where the game lacks 
is in the detail of movement and attacks. There is no such thing as an assault 
or sneaking up on the enemy using terrain. If you want that kind of detail, you 
need to look at another game. There are 17 battles for two to eight Axis and 
Allied players to peruse in this online version of the game. And the action is 
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fast and furious enough to make you forget the little details that some players 
wish for. The combination of playability, the prestige system, experience, and 
the new units to use make the game very addictive. 


Hints, Tips & Tricks: A well positioned and entrenched infantry unit can put 
up quite a fight. In fact, such a unit can seriously disrupt an attack plan. When 
this happens, it is best to bypass with your armor and let your infantry and 
artillery mop up pockets of resistance (i.e., enemy troops cut off and isolated 
by your advance). Do not try to attack into a city against infantry; it will cost 
you your unit in a big hurry without doing much damage. Cities must first be 
softened up by air and artillery and then taken with infantry. A good quality 
pioneer unit is great for this chore when available. Watch out for enemy artillery 
and air defense units, defending artillery for example gets to fire on the attack- 
ing unit before the attack is resolved. Patience is a big key in fighting this game, 
but while waiting, you lose the chance to gain valuable prestige points. 

Choosing replacement types and upgrading equipment is critical to this 
game. Raw recruits are cheap, but they lower the overall experience of any 
unit. Experienced troops do not lower the experience value of a unit but they 
do cost a lot more. Your core units should get experienced replacements when 
the money is available. Therefore, it is essential that you do not lose an experi- 
enced unit out right. Pull them back and give them replacements, as they are a 
valuable commodity. 


Related Web Sites: Besides the normal sites of Mplayer, TEN, and SSI to 
peruse, there are several very nice sites on German armor and armored fight- 
ing vehicles. 


B http://www.ssionline.com/, http:/ / www.ten.net/ 
E http://www.mplayer.com/ 
E http:/ /www.scf.usc.edu/ -rongchen/Panzer.html 


E http:/ /www.csd.uwm.edu/People/mlicari /wwii.html 
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Panzer General II 


Figure 12-19: This sequel to the best beer and pretzels war game ever features greatly improved 
graphics, enhanced AI, five campaigns and a host of other new and improved features. 


Publisher/Developer: Mindscape/SSI. 
Number of Players: Up to eight. 


Recommended Hardware: Pentium 90, Windows-compatible sound card, 
16MB RAM, 1MB SVGA video card, color SVGA monitor, keyboard, Win- 
dows-compatible mouse, 14.4 kbps modem. 


Required Software: Windows 95 and the game. 


Where to Play: This game has not been released yet, and SSI has not deter- 
mined whether they will install a dedicated Web site server for the game or 
license it to third party game services, like they did with Panzer General. 
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Synopsis: When SSI gave Rik Martinez and the Panzer General II development 
team the green light to begin this project, their marching orders were very 
clear: do anything you want to make it more fun, but don't make it more 
complex. And like the best Panzer Generals, Rik & Staff know how to follow 
orders and get the mission accomplished. Panzer General II has hundreds of 
new units, a blitzkrieg of new features like individual unit leaders, 3D unit 
models, improved campaign structure, multiplayer capability, a full-featured 
editor utility, and a vastly improved fire and movement model, to name just a 
few. But you can still dive right in and be merrily marching across Europe in a 
matter of minutes. Simply put, SSI kept the best and improved the rest. 

The first thing veteran players will notice is that the maps and units have 
been completely redone from scratch. The flat, die counter feel of the original 
has been tossed in favor of a fairly unique hybrid; 3D miniatures type model- 
ing on a hand-painted textured map. It sounds odd at first, because many of 
us are accustomed to seeing miniatures on a 3D terrain board, but the actual 
effect SSI has achieved is quite striking. 

An artist invested over 300 hours creating each of the 30 hand-painted 
maps, and it shows. These are no cookie-cutter collections of graphic tiles. 
Each town, bridge, and bend in the river has individual character, depth, and 
texture. Additionally, since the map scale has been standardized at 2 kilome- 
ters per hex across the board (the original varied wildly from 2 to 30 km de- 
pending on the scenario), the tactical terrain of individual battlefields is much 
more detailed. Finally, the maps themselves, from Savannah to Tobruk, are 
much larger. 

To attain the desired flavor for the unit models, SSI contracted GHQ Micro 
Armor to provide the miniatures, which were then rotated and captured on a 
blue-screen background. The resulting digitized images, which retained the 
scale and proper perspective of the unit from any viewing angle, were im- 
ported to the engine not only to improve look and feel, but also to correct one 
of the minor player complaints about the original product: unit facing. Tanks 
have better armor in front than on either side or in the rear. And other types of 
units are generally weaker in defending against flank attacks than frontal 
assaults, so it is important for players to see quickly how their units are faced. 
In the original Panzer General, individual unit icons for a given side always 
appeared to face either left or right, regardless of how the actual unit was 
faced, so players had difficulty keeping track of what attack modifiers were 
coming into play on a particular tactical engagement. Because of the 3D mod- 
eling, Panzer General II players will always have the correct visual reference 
for unit facing throughout their fire and movement phases. 
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The original Panzer General had a fairly impressive unit database with 420 
entries, but these also included many variants of the same vehicle, like 18 
models of Sherman Tanks. In reality, only four models of that tank were tacti- 
cally different enough to warrant individual entries. As such, the Panzer 
General II design team decided to scrap all of that redundancy from the old 
database to make room for a lot of new unit types. Some of these are fairly 
esoteric (like the Roumanian Touron Tank) and all of them are tactically 
unique. The new database already has over 600 unit types including the com- 
plete orders of battle for: Czechoslovakia, Finland, France, Germany, Hungary, 
Italy, Nationalist and Republican Spain, Norway, Poland, Romania, and the 
UK, USA, and USSR. 

SSI has also done a lot of research into Lend Lease, foreign aid and other 
equipment procurement programs of the period. So don't be surprised to see 
Poles using some French tanks and Finnish units equipped with the PzIIIj. 
There are also a lot of units from the early 1930s as well as unit types that were 
still in development, or not widely deployed at war's end like the Maus, M-29, 
and Joseph Stalin III. And since the scenario editor (see below for more details) 
can use all of these unit types in any combination, it is possible to design and 
explore any alternative histories you desire. Want to see what would happen if 
the world went to war in the mid- to late- 1930s, or how about a late '40s super 
war involving jet aircraft? You can do it. 

Veteran Panzer General players screamed for an editor, and SSI has an- 
swered that call with one of the best implementations of this kind of utility 
we've seen. Sure, the standard stuff is there like the ability to use all of the 
maps and the entire unit database (which includes some unit types not even 
used in the scenario designs provided with the game), but there is so much 
more. For example, one of the problems with the replay value of the original, 
even in head-to-head mode, was that after a scenario had been played a few 
times, everyone had a pretty good idea where the enemy units would appear 
based on the known deployment zones. The editor allows players to both 
change the existing zones for any scenario and add new ones. 

Each unit type has an associated point value that players must expend to 
purchase it. And the higher the point value, the more capable that individual 
unit as a rule. If the players want a 5,000 point battle, for example, each com- 
mander can select any combination of units and unit types they want as long 
as the combined total doesn't exceed the 5,000 point cap. The beauty of this 
kind of system is that it gives players complete flexibility to design and em- 
ploy the types of forces they think will work best for the scenario map and 
objectives being played. Players simply chat in real-time while they build and 
deploy their armies. 
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Ambitious players can also use the point system to create their own cam- 
paigns. All they need to do is save their armies to a spreadsheet (or some other 
form of tracking) and expend accumulated prestige points to keep their forces 
current just as they would in the hardwired campaign games. This opens up a 
lot of possibilities for online tournament play as well. 

Individual scenario designs can be solitaire or multiplayer. The designer 
must specify a main army on each side, but each side can have units from up 
to four other countries as well. So each side can have a joint force from up to 
five nations, with anywhere from one to three players commanding the side so 
long as no more than four players are in the game. SSI toyed with the idea of a 
four player free-for-all multiplayer option but that diminished the WWII 
flavor of the game so they decided to scrap it. 

Panzer General II currently has five campaigns and 48 individual scenarios, 
but a few more might be added before the game ships. At least 25 percent of 
the scenarios have been designed specifically for multiplayer use. Two of the 
campaigns are German, one large and one small. The other three smaller 
campaigns are the US, the UK, and USSR, respectively. 

One of the breakthrough features of the original campaign system was the 
ability for units to gain experience and upgrade to new equipment over time. 
Players developed empathy for their forces and really felt the loss of veteran 
units that had fought for them over many battles. This role-playing element is 
even stronger in Panzer General II. 

Panzer General II retains the casual, quiet elegance of the original design 
and adds so much more that players clamored for that it has to be one of the 
best sequels to come along in any genre in a long time. To become the consum- 
mate Panzer General, players will have to be good managers of both their time 
and resources, and deftly execute the combined arms concept. But they won't 
have to feel like war is Hell while getting that job done, they will be having 
too much fun for that. 


Hints, Tips & Tricks: There currently are no hints and tips for this game as it 
will not release until late in the year. Veterans of Panzer General play should 
not have much of a problem. 


Related Web Sites: There is only SSI's site for now. Given the success of the 
original, I would say that there will be many of them soon. 
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Moving On 


There are currently a lot of war games in development. This is in part due to 
the military's increasingly active role in developing war games for training. 
This includes titles like Battlesite Zero, which will allow 13 player squad 
combat; Semper Fi, which will simulate Battalion level command of Marines; 
and Brute, which will be a training model for General command. You should 
get the idea, it is now possible to cheaply, through a network or on the 
Internet, train soldiers for battle using PCs or NCs. This entails using the 
standard unit structure. In other words, you could send a normal infantry 
squad on a realistic mission to check unit cohesiveness and test their ability to 
work together in given situations. It is quite a concept and looks to be a valu- 
able training tool. 

The military aside, MAK technologies is working on a game that would 
simulate Marine amphibious assaults called MEU-31. Interactive Magic is 
working with Eurdite to create follow on products to Great Battles of 
Alexander. Currently, this entails Great Battles of Hannibal (due to release this 
fall), and The Great Battles of Caesar (due for release next spring). There is 
also a game that Microprose is working on that bears watching closely. It is 
M1A2 Tank Platoon II! It looks graphically stunning and has a very well de- 
signed terrain model. 

That about sums it all up for war games. In the next chapter, we will dive 
into the world of MUDs, MUSHes, and virtual reality. If it sounds like a game 
based on Swamp Thing, you are wrong. The original MUDs and MUSHes 
were text-based role-playing games akin to Dungeons & Dragons, but they've 
come a long way since then, baby. Check it out. 
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MIUDs, 
MUSHes 
& Virtual 
Worlds 


Los before Quake or even DOOM, long before Warcraft or Command & 
Conquer, even before any of the MPOG service providers discussed in this 
book were a glimmer in their founder's minds, there were games on the 
Internet. Granted, they were text-based ancestors of even the original ZORK, 
but they were rich play experiences nonetheless, and consumed so much 
access on college teletype (TTY) terminals that some schools banned them 
outright. What kind of games, you ask? MUDs, and their name was mud to 
many a mainframe administrator. 

In this chapter, we will explore the evolution of Internet-only gaming, 
including MUDs, MUSHes, and Virtual Worlds. You will learn not only how 
these programming forms have evolved in parallel with commercial software 
products, but also how their influence on the Internet has established certain 
multiplayer conventions that new MPOG games must abide by. 


What Is a MUD? 


Strictly defined, MUD stands for Multi-User Dimension. In layman's terms, it 
is easiest to think of a MUD as a text-based world in which players can inter- 
act with their environment and other players by typing in commands like 
“pick up sword" and “hit Frodo with sword," where poor Frodo is another 
player. A kind of text-based virtual reality, if you will. Common activities in a 
MUD include exploring, mapping, combat with other players and computer 
controlled “monsters,” and solving quests through object manipulation. Some 
MUDs are also freeform, where users are actively encouraged to build their 
own rooms and other additions to the MUD and underlying story. 
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Today, there are graphical MUDs as well, plus a derivative of MUDs known 
as MOOs. MOO stands for Multi-User Object Oriented, but you don't need to 
remember that. What you do need to know is that although they function in 
almost the same manner, MOOs are primarily scientific or educational in 
nature while MUDs mean only one thing—games. 

The first MUD, appropriately named MUDI, was developed at Essex Uni- 
versity in England around 1980. If you remember from our game genre discus- 
sion in Chapter 1, "An Introduction to MPOG," this was roughly the same 
time Dungeons & Dragons reached the pinnacle of its popularity. MUD1 was 
intended to be a commercial venture to capitalize on that popularity. The only 
flaw with that strategy was that students were heavily involved in the pro- 
gramming of MUDI, and they naturally created their own versions, which in 
turn spread through the Internet like wildfire. 

Although originally conceived in assembly language, MUDs have evolved 
along with programming languages in a symbiotic fashion. Today, there are 
almost as many different kinds of MUDs as there were MUDs in general in the 
first two years of their history. 


AberMud Family 


AberMud was created in 1988 at the University of Wales at Aberystwyth 
(giving the MUD its name). The original creators were Richard Acott, Alan 
Cox, and Jim Finnes. Dirt3 is a modern continuation of the original code that is 
growing in popularity, and was created by Gjermand Sórseth and Alf Salte. 
AberMuds introduced such things as bulletin boards, stressing the capabilities 
for player interaction. In an AberMud, only the wizards may build, distin- 
guishing this type of MUD from the freeform TinyMud descendants. 


Dikumud Family 


Dikumuds are similar to what would be expected from an online version of 
AD&D. In its stock form, a Dikumud is based around a home with heavy 
tones of Norse mythology. This is not coincidental however, the original cre- 
ators all being from Denmark. Students of the Department of Computer Sci- 
ence at the University of Copenhagen created Dikumud in 1990. Their 
motivation was to make a better Abermud with more emphasis on player 
interaction. Since its inception, Dikumud has branched off into many popular 
derivative-programming languages, some of which are: 


Æ Circlemud: Fairly stock derivative which corrected many of the pro- 
gramming bugs (errors in the code) of the original, making it easier for 
MUD developers. Author: Jeremy Elson. 
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W Merc: Heavily modified Diku, many feel Merc MUDs are more suited for 
newbies. The Merc MUD school being evidence of this. Authors: Michael 
Chastain, Michael Quan, and Mitchell Tse. 


W Envy: Heavily modified Diku. Authors: Michael Quan and Mitchell Tse. 


Welcome to The Mud Connector 


Discuss The Mud Random 


eh ORNECIOR 3. 


Listings aeee Submit 


Introduction to muds s Submit Your Mud 
ej 


Discussion System 
Connector Resources 


T iim as fh acc. 


Figure 13-1: There are loads of online MUD directories, but The Mud Connector is one 
of the best. 


JavaMud 


The JavaMud server, written entirely in Java by George Reese, supports easy 
extension in much the same way as LPMud, except that it uses Java as the 
programming language. It uses a relational database to make objects persist, and 
in the future will allow for distributed Java clients and playing areas. The exten- 
sions supplied with it when released will be fantasy /combat extensions, though 
you could write any type of MUD using it. It currently supports interMUD 
communication using the I3 protocols. The only server currently using JavaMud 
is Imaginary Mud Server http://www.imaginary.com/Java/Mud/. 
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LPMud Family 


The LPMud server is unique from the others in that rather than providing a 
game, the server provides a language, called LPC, which allows users to 
interact and modify their environment, not only by manipulating objects 
created and placed by the original designer, but also by creating new objects, 
rooms, and puzzles and adding them to the environment for other players to 
enjoy. What is currently known as LPMud was authored by Amylaar and is 
often referred to as the Amylaar driver. Lars Pensjó, who came from an 
AberMud background, created the original server. According to George Reese: 
"Today any MUD programmed in LPC is an LPMud, which includes DGD, 
MudOS, LPMud, and CD as well as others. There is no theme basis or atmo- 
spheric commonality among them. Most forms of LPMud are combat-oriented 
because their class libraries are combat-oriented. Among the various libraries 
are Nightmare, Lima, Foundation (non-combat), Discworld, Melville, LPMud 
2.4.5, and TMI-2." 


Talkers 


A Talker can best be described as an international text-based computer confer- 
ence call in a virtual neighborhood setting. It's not hack-and-slash or role- 
playing like MUDs, nor is it straight talk like Internet Relay Chat (IRC). On a 
Talker, residents (permanent characters) have more control over their indi- 
vidual environments. A resident may choose to talk with people in one of the 
many public rooms, hide away in one of their own private rooms, join a chan- 
nel for discussion, or chat with a group of friends. Each Talker differs in 
theme, size (anywhere from 30 to 15,000 residents), and specialty features such 
as clans, channels, or mock currency. Residents have numerous privileges 
including having friend lists, news and mail capability, and creating aspects of 
their description. Talkers began in 1990 with the program “CatChat” at 
Warwick University which, ironically, used an LP MUD driver and had snoop 
capability. Snooping allowed users to eavesdrop on the conversations of oth- 
ers. Daniel Stephens then took Talkers one step further with "Cheeseplant's 
House," which had similar commands, was a dedicated Talker, and, most 
importantly, did not have the ability to snoop. Simon Marsh then coded what 
was intended to be a multiplayer game environment named “Elsewhere.” This 
later evolved into the first EW-too Talker, “Foothills,” which was also the first 
Talker outside of the UK. 
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TinyMud Family 


In 1989 Jim Aspnes, a graduate student at California Methodist University, 
created TinyMUD. As opposed to the hack'n'slash feel of AberMuds and 
combat-oriented LPMuds, TinyMUD was created for players to hang out, 
converse and build virtual worlds together (see "Virtual Worlds" below). 
From the freeform nature of TinyMud emerged many other forms including: 
MUSH, MUCK, MUSE, MOO, and Mux. 


What Is a MUSH? 


MUSH stands for Multiple-User Shared Hallucination. That sounds pretty far 
out on the fringe, but if you understand the goal of MUSHes, you can place 
them in context with other forms of programs you are more familiar with. 
Basically, a good MUSH promotes the suspension of disbelief in the player. 
The intent is for the player to temporarily forget, at least on a conscious level, 
that they are playing a game. 

MUSHes try to engage more of the player's senses than text-based MUDs, 
which require the player to imagine everything described to them. The prob- 
lem with this is that every player sees a slightly different picture in their 
minds of the events transpiring around them. MUSHes employ 2D or 3D 
graphics, sound files, or other devices that ensure all players "share the same 
hallucination." MUSH designers operate on the principle that, although less if 
left to the player's imagination, the more senses that become involved in the 
game, the more memorable the play experience. 

Remember when we said you could think of MUDs as text-based virtual 
reality, MUSHes are more interactive and are therefore a little farther along the 
evolutionary ladder toward true virtual reality. Now, with graphical MUDs 
commonplace, we have become more jaded both in our expectations of both 
boxed software products and Internet-based games. The audience has become 
more sophisticated, and therefore more difficult to immerse. We will examine 
that phenomena more closely under "Virtual Worlds" below. Before moving 
there, let’s wrap up MUDs and their offspring by pointing out some great 
Web-based resources for finding these games. 


Where to Find MUDs & MUSHes 


There are hundreds of MUD listings and directory sources on the Net. Some 
are better than others are. Our personal favorites are http:/ / discover-net.net/ 
~hljmm/gmuds.html, which blurs the boundaries between graphical MUDs 
and multiplayer role-playing games, and http:/ /www.mudconnect.com, a 
more traditionally based directory. 
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http://www. mudconnect.com/mpd/index. htm! 


iia Og Directoy 
(Prayers 


Welcome to the Mud Players Directory! 


Search 
The MPD is a resource to Multi-User Online Gamers for finding other players, their email 
addresses and if available, their homepage. IF you are a player or administrator on one or more 
MUD environments including MUSH, MOO, MUX, and MUCK you can register with this 
database 


Browse The MPD 


Figure 13-2: Looking for a particular MUD player, or just someone to play with in general? 
Check out this directory! 


What Is a Virtual World 


A virtual world has the same four critical dimensions as the real world: height, 
width, depth, and time. As such, it is a form of alternate reality. Currently, 
virtual worlds only exist within the confines of computers and the Internet, 
but it's good to remain open to the possibility of others. 

Virtual worlds can be created with any object oriented programming lan- 
guage and adapted to the Internet, as was done with DOOM II, Quake, and 
Duke Nukem, or they can be created from indigenous Internet programming 
languages. Whereas HTML (HyperText Markup Language) is used for 2D Net 
applications, the accepted standard for 3D programming on the Internet is 
Virtual Reality Markup Language (VRML). 

Silicon Graphics, manufacturer of computer graphics workstations, is 
naturally the driving force behind development of the VRML standard. For 
more information on VRML programming and where the Web is headed, see 
Exploring Moving Worlds, also published by Ventana. 
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Why Virtual Worlds Are Important 


Imagine walking through the Net like you were walking through a park, 
complete with sights, sounds, and the feeling of living (as opposed to watching 
or reading it). If the significance of that difference hasn't sunk in yet, remember 
that the first experience is participatory and the latter two are non-participa- 
tory in nature. We cannot avoid the fact that we absorb and learn more when 
we interact with something than when we are simply spectators. 

Don't get distracted by the emphasis on learning in the previous paragraph. 
We certainly are not restraining the impact of VRML to educational applica- 
tions. Instead, our definition is more closely tied to the quality of experience 
one receives, whether using the Internet for business, education, or entertain- 
ment. And focusing on the latter category alone, isn't it exciting to consider 
gaming environments that allow us to completely suspend our disbelief and 
become totally immersed? 

Now, we think a flight simulator is good if it replicates the actual perfor- 
mance characteristics of the aircraft. How much richer is that experience if we 
feel the pull of g-force when we bank the aircraft, if the plane shudders when 
bullets impact the fuselage, and if the sound of the play environment is spa- 
tially placed by the software such that we hear sounds coming from behind us 
as actually coming from behind us? These are the goals of immersive technolo- 
gies like virtual reality headgear, acoustic and pressure bladder body suits, 
and motion simulator chairs like the V-Force. 

Entertainment in all forms is based on escapism. We read books and go to 
movies so we can pretend we aren't ourselves for awhile, both to escape real 
world worries and also to fuel the essential parts of our fantasy life. We play 
games for the same reason. And what other medium has the potential to pro- 
vide for that need so completely? Yes, fellow players, the Internet is the ultimate 
gaming platform already, and it is far from maturing as an entertainment me- 
dium. The combination of human opposition and home-based VR peripherals is 
a powerful one, and these two forces are only beginning to converge. 

Does this scenario sound too futuristic or far-fetched to you? It shouldn't, 
because the technology already exists. It hasn't become pervasive in Web 
applications so far because moving highly detailed 3D graphics across the 
Internet at an acceptable frame rate (i.e., the rate at which your screen is up- 
dated) consumes a lot of bandwidth (how much information can travel from 
point A to point B in a given amount of time). And bandwidth is the limiting 
factor in most Internet applications today. But that won't always be the case, 
as you will find out in Chapter 15, "The Shape of Things to Come." In fact, 
within 5 years the HTML-based Web may seem as archaic to us as black-and- 
white television, and the entire Internet may be the largest adventure game 
universe ever imagined. 
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Where Can I Find Virtual Worlds? 


You can find a lot of information on the Web about Virtual Worlds and VRML 
by using any of the popular search engines like AltaVista or Lycos. If you don't 
want to wade through all of that data, however, there are two must see sites: 


W The VRML Repository at http:/ /www.sdsc.edu/vrml, where you will 
find the most complete reference of all virtual reality development on the 
Internet to date. 


B The Silicon Graphics Web site at http:/ /www.sgi.com, where you can 
stay on the cutting edge of new VR technology as it's developed. 


Graphic & Virtual Reality Chat Rooms 


When most people think of a chat room, they imagine the de facto AOL setup, 
a scrolling text box with 50 people carrying on 20 different conversations 
simultaneously and everyone trying to be heard above the "noise." These 
same people need to get out more often. Text-based chat engines are rapidly 
being replaced by Internet-based videoconferencing and, as an interim step 
prior to that, graphic chat rooms. One of the best known of the latter is The 
Palace at www.thepalace.com. 

The Palace is a sprawling mansion filled with expensive works of art, beau- 
tiful furniture, intriguing places, and deep, dark secrets. The most interesting 
thing in The Palace, however, is the people. There are lots of them, just like 
you, and together you can talk, flirt, share drinks, share secrets, play games, 
and build new places to explore. 

In reality, The Palace is a distributed network of servers on the Internet that 
create the illusion of this large, sprawling mansion (or, more accurately, many 
large sprawling mansions which are linked together). The Palace software 
combines some of the features of a MUD, a chat service, and a virtual reality 
system to create a unique virtual world. 

One of the best things about The Palace is that it is an open system. The 
Palace software is not only a viewer (or browser), but a full-fledged authoring 
system. Using the built-in tools and scripting language, it is possible to create 
your own personal virtual world and share it with others. You can not only 
build new rooms, you can also connect them to other Palace sites using vari- 
ous networking options. 
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http: //newuser. thepalace. com/newclient/mansion. html 


guest 365: Can ya do it? 


guest 365: Ha, ha! Yep! Where'd 
you go? 


guest 358: Broker, take me to 
MEA another room, I'm a new one 


Cee-Cee: Hi N 
guest 373: sunny u here 


am 
ER Julia. @84,64 lits Julia 


Julia: Hi! 


Figure 13-3: The newest feature on The Palace is a purely Java-based virtual world, complete 
with avatar pictures. Although less capable than the full registered environment, this is a good 
place to get the basics down for free. 


For example, let's say that you have a passion for medieval history. You can 
create a room complete with suits of armor, battlements, arcane weaponry, and 
other objects that visitors can interact with. Once connected to the other 
worlds of The Palace, players can walk in and out of your environment as 
easily as if they were walking from one display room in a museum to the next. 
The scenery changes, but they are still in the same building. 

The Palace is completely cross-platform; it has been designed to allow 
Windows and Mac OS users to communicate effortlessly over various net- 
works. On Mac OS computers, The Palace software can run on a local 
AppleTalk network, or it can access the Internet using MacTCP or Open Trans- 
port. Windows users can run The Palace software on either a TCP-based LAN 
or on the Internet via a SLIP or PPP connection. Palace servers running on 
Local Area Networks (LAN), which are hooked to the Internet, allow interac- 
tion between people on the LAN and folks coming in via the Net. 

This program, in a 90 percent operational form, is available free of charge 
from the download section of The Palace, Inc.'s Web site. A small registration 
fee ($25) is all it takes to receive a serial number to unlock the rest of the 
program's functionality and become a Palace member. If you want more 
information about The Palace and its possibilities, check out the Official Palace 
Tour Guide, published by Ventana. 
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Moving On 


It wouldn't be fair to call this chapter a crash course on the developmental 
history of Internet entertainment. Rather, it is better viewed as three snapshots 
of the medium in its infancy, adolescence, and young adulthood (which is 
where it is now). There's so much potential looming on the horizon that it 
boggles the mind. We'll examine that potential in Chapter 15, "The Shape of 
Things to Come." 

But first, we need to return to our roots and remember the social aspects of 
gaming. All of the developments and refinements just discussed came out of a 
desire to improve the Internet experience by having us interact with one 
another, not from a lifeless piece of computer code. To see more about the 
types of gaming communities we have created online as a result of that inter- 
action, and to find out how these communities are using global ladders and 
ranking systems to define the best players on the planet, turn now to Chapter 
14, "Clans, Leagues & Ladders." 


;. 4 Clans, 
Leagues & 
Ladders 


B, now, you have probably played a few adversaries online and begun to 
develop your own opinions about the different types of people that you'll 
meet in gaming sessions. Perhaps you've even entered a tournament or two 
and found out how normal competitiveness can escalate when everyone is 
digging frantically through the same box of crackerjacks looking for the single 
prize. Some people thrive on that experience, and others prefer to avoid it and 
keep their gaming sessions less stressful. Either way, the MPOG medium is 
diverse enough not only to give you that choice, but also to enhance your 
gaming experience in either school of play. 

Let's not forget that the heart of the online gaming experience doesn't come 
from the games themselves, but from the other people you play them with. As 
was mentioned in Chapter 1, “An Introduction to MPOG,” gamers are a di- 
verse group of individuals who freely cross cultural, religious, racial, and 
geographic boundaries to enjoy their common passion. Within that rather 
idyllic community, however, you will find some anarchists and other anti- 
social personalities whose enjoyment comes directly from spoiling the fun for 
everyone else. In the next section, we will examine some of these types, whose 
actions can be vehement enough at times to turn people away from MPOG, as 
well as some other player types whose benevolent approach to newcomers 
actually promotes the growth of this industry. 

Next, we will examine the form of some of the social groupings gamers 
have created for themselves. Some of these "tribes" have matured into self- 
sustaining cultures unto themselves, even to the point of wielding political 
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influence on the developers of the games that spawned them. And finally we 
will address that which is near and dear to so many game players: ego. Tour- 
naments and ranking ladders are our ticket to "global" bragging rights, and 
most of us aspire to those levels of recognition for our playing skill, whether 
we do so under delusion or not. 


Online Gaming Personality Types 


As previously noted, we evaluate much about one another based on our 
actions during game play. We draw conclusions about the other players' 
characters through this medium and assume that their behavior during game 
play mirrors that of their lives elsewhere. Well, if this is true, then there are far 
more malcontents in the world than I would care to imagine. 

The vast majority of online games players are ethical, well adjusted people 
with whom you can have fun. But there are those few bad seeds that pop up 
periodically and leave a bad taste in your mouth. There are several such kinds 
of players. One of them delights in using their prowess to kill new people just 
as they are entering the game, any game. For example, these are the people 
that repeatedly strafe you on the runway in Air Warrior II before you can ever 
get airborne to retaliate. The only motivation someone would have for such 
behavior is to unfairly raise their kill stats by preying on the helpless so that 
they might appear to others (other than their victims of course), as more ca- 
pable players than they are. Far better for these players to heed Dirty Harry's 
advice that "a man's gotta know his limitations," and move on to something 
they are better at in their own right. 

Another online personality disorder takes form as a game crasher. This 
individual delights in joining a complicated strategy game that other players 
have invested hours into, then doing something deliberate to crash the game 
and ruin it for everyone. Sometimes, malicious players do this when they are 
about to lose. This is worse than the old saying of "taking my ball and going 
home," because it isn't their ball, and it isn't their home. It is the infantile 
equivalent of dealing with your own unhappiness by forcing everyone else to 
share that feeling. 

Finally, there are the cheaters. Yes, you can never get completely away from 
these people even if you've been out of school for twenty years. Cheaters use 
hacks (macros which alter game parameters artificially, like giving a character 
invulnerability) and other utilities to give themselves an edge in what is sup- 
posed to be a level playing field. Once again, this behavior is obviously de- 
signed to mask their lack of actual playing skill. 

Fortunately, the vast majority of online gamers are there to enjoy them- 
selves in ways that are generally more socially acceptable. And like in all 
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functional societies, the good band together to exile the bad to the edge of the 
village, and farther if possible. In other words, the regular MPOG users on any 
given service generally police their own. And the constant influx of new users 
ensures that their work is never completely done. 

Perhaps you have had the chance to meet the other side of this coin as well, 
the genuinely helpful online veteran. Some players have been active in 
multiplayer gaming for 15 years now, from cutting their teeth on the earliest 
MUDS ever created to beta testing the newest games months ahead of every- 
one else. As a rule, these players have seen or done it all online. As such, they 
tend to go out of their way to help newcomers. 

The best of these veterans often assume leadership roles in the game com- 
munities they frequent. Tom "KC" Basham, for example, is a virtual legend in 
the online flight simulator community because he established the first Web- 
based flight school on Happy Puppy. Such initiative is noteworthy, as are 
Tom's many print columns and books on air combat tactics. But even so, all of 
those efforts pale beside the personal example Tom sets as one of the few Air 
Warrior II players to attain Squadron Commander status. To understand why 
this achievement stands above the rest, you must first gain an appreciation for 
the types of online gaming communities that are out there, and how each of 
them functions. 


Clans 


A Clan is a gathering of warriors. In that respect, they are equivalent to a 
Squadron or any other designation for groups of individuals fighting together. 
Currently, the most active "Clans" are those associated with MechWarrior 2, 
since the original story line used that terminology to refer to the warring 
feudal alliances and mercenary bands, and Quake, which did not have a 
precedent for the use of the word Clan in the original game. 

Terminology aside, you will find some common elements between all of 
these types of player organizations. First and foremost, they are generally not 
democratic in nature. Everyone doesn't have an equal say in how attacks are 
conducted or even what missions will be undertaken. Players must earn this 
right through experience in the field of battle. This can take the form of an 
organized rank structure along military lines, as it has in Air Warrior, or it can 
be a very loose command structure as is found in many mercenary organiza- 
tions, which is often the case in MechWarrior and Quake Clans. 

Clans tend to have guiding philosophies that members are expected to 
evidence, and may have even taken the initiative to set these rules down in the 
form of a written charter. These can be liberating to those players who appreci- 
ate being good followers and working as part of a team, but rigid organiza- 
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tions also stifle personal initiative, which irritates other players. The bottom 
line is that you should seek out other players whose philosophy and playing 
style are close enough to your own for everyone to feel comfortable. 


*DJC Menu* 
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Figure 14-1: MechWarrior 2 Clans like the Death Jesters Combine have formed entire leagues 
to compete against one another for control of the Mplayer universe. 


Finally, you must keep in mind that Clans are combat oriented. This makes 
them very centered on the mission and mission objectives, often exclusive of 
individual development, success, or failure. This makes them slightly different 
than the next type of social group we will examine, the Guild. 


Guilds 


Guilds are social groups that share a common profession (such as Thieves, 
Mages, or so forth) or a common political alignment (Lawful, Chaotic, etc.) in 
role-playing games. Guilds differ from Clans significantly because the primary 
purpose of their existence is not for combat, but for promotion of the profes- 
sion or alignment the guild represents. In fact, the need for a balanced party of 
characters in most role-playing games often dictates that only a couple of 
members of any given guild will adventure together at any given time. 
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Guilds may have rules, and even a caste system, to establish the ranking of 
members, but these are often much more supportive of the rights of the indi- 
vidual than those of Clans. Guilds are big on individual development and are 
more likely to record the history of the exploits of their members in romantic 
terms than debrief a battle in military terms. 

In non-game-specific terms, Guilds are groups of people who enjoying 
playing a particular type of character on a regular basis. The common bond 
between members of a Guild promotes cooperative game experiences in 
addition to a sense of belonging, which Clans also capably provide. 


"he Soldiers of Light are a guild dedicated to player-versus-player combat within the 


nst the corruption and death wrought 


t 
game : ur members are soidiers locked in active struggie agams 1e I 
[o l Idiers locked in active strugel ttl | 


Figure 14-2: In TEN's AD&D Dark Sun Online game, players have formed Bands, Chapters, 
and other groups to reflect their political alignment within the game. Many of these organiza- 
tions have their own dedicated Web sites, such as this one hosted on Geocities. 


Other Online Communities 


There are dozens upon dozens of other gaming communities on the Web. 
Many of these exist solely to swap scenario or level designs, editors, and other 
utilities for the games they are centered around. These are much less formal 
groupings than the ones discussed so far, and may be considered nothing 
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more than fan clubs at the base level. Nevertheless, these groups formed in the 
online world for more than just the social pleasure of interacting with others of 
like mind. They also became natural gathering spots for players to find others 
who want to play against them in a given game. 

Locating good opponents is a lot easier than it used to be. Remember that it 
wasn't always possible to play online with a shareware version of a game. For 
many years, and this is still required in some instances, all the players who 
wanted to square off online needed their own full retail version of the game 
installed locally. 

Blizzard was one of the first companies to actively avoid this requirement. 
Even while they were developing their first "breakout" title, the original 
Warcraft, they knew that multiplayer gaming would make their titles come 
alive in ways no AI engine ever could. As such, they designed an engine that 
required only one player to own the CD and host the connection. Everyone 
else could log in remotely and share the host engine's capabilities. Now, Bliz- 
zard is running its own server group at Battle Net, solely to provide purchas- 
ers of their titles with a place to come and play for free. It's not only smart 
customer service, it also provides a showcase for their titles that few other 
publishers (besides Sierra and Interplay) have been smart enough to establish. 


King of the Hill 


Everyone wants to be King of the Hill in their own backyard, but MPOG 
tournaments and ranking ladders allow us to extend the boundaries of that 
backyard as far as our egos and playing skills will permit. In the early 1980's, 
when the electronic gaming industry was still very young, organizers went 
out of their way to set up tournaments to determine the best players. At one 
point, these players were even organized into a U.S. Videogame Team. The 
team traveled all over the place, often at considerable expense. 

The beauty of the Internet is that no one need ever travel to show off his or 
her skills. Although no one has yet organized a competition between players 
on all the services to determine a national championship, or even a world 
championship, expect that situation to change in the not-too-distant future. 
The only thing stopping such a move right now is competitiveness between 
the various services. In the meantime, we will have to settle for being the 
“King of Mplayer,” the “Duke of Destruction" on TEN, or some other tempo- 
rary claim to fame that fades as soon as the new tournament begins. And 
speaking of tournaments... 
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Tournaments 


Tournaments are a traditional form of gaming competition. Pick whatever 
“queensbury” rules you like, single-elimination, double-elimination, shoot 
first and ask questions later—it doesn't matter. You will find the type of com- 
petition you are looking for somewhere on the Internet. As you saw in Chap- 
ters 2 through 5, each MPOG service promotes tournaments to varying 
degrees. Some have regularly scheduled elimination rounds for their more 
popular games, like Warcraft II and Quake, while others hold long term ongo- 
ing campaigns for titles like MechWarrior 2 and Air Warrior II. Often, the 
game designs themselves dictate which type of contest is the most suitable. 
On the major commercial services, you can expect the tournaments to be 
sponsored, either by the manufacturer of the game or some other advertiser. 
And sponsorship means prizes. Some prizes are cheesy, like T-shirts, coffee 
cups, and bonus online hours, but some services have already given away cars. 


Leagues 


League play is just like you would expect it to be in normal sporting events. A 
set number of teams play out their matches in accordance with a regular 
schedule until the season is over, and then winners are determined. In the case 
of electronic sports leagues, teams and coaches usually have the entire week 
prior to the sporting event (like a Sunday Football game) to coordinate when 
they will get together and play. Other league schedules can be even looser, as 
long as any particular player doesn't get so far behind as to be impeding the 
progress of the league as a whole. The league commissioner or other form of 
online moderator will generally evict those that do, and the rest of their season 
schedule is forfeited to the opposing teams. 

In the case of non-sporting leagues, the league is often nothing more than a 
vehicle that houses regularly scheduled tournaments, much like a bowling 
league. Players and teams change over time and the only thing that remains 
rigid is the league schedule itself. 


Ranking Ladders 


Some services, like TEN, automatically rank players based on their cumulative 
online performance in a given game, exclusive of tournaments or other special 
events. In this fashion, they can keep track of the best players on the service 
and keep vanity boards like a Hall of Fame constantly kept up-to-date. Some 
players, generally the ones that get their names posted, really appreciate this 
feature. Others definitely wish the ranking ladder would go to sleep now and 
then and not take notice of all their blunders. 


314 © The Online Gaming Starter Kit 


Figure 14-3: The rules governing ranking ladders can get very complex. TEN’s system for 
C&C: Red Alert tracks almost every variable to determine the best player on the service. 


Other ranking ladders are not automatic, and players must achieve certain 
levels of ability to move up. These merit ladders are more common in role- 
playing and strategy games than in any other form. But one thing is certain; 
everyone wants to be King of the Hill. 


Moving On 


You’ve come a long way, but most of your journey in the world of MPOG is 
just beginning. There are dozens of seemingly unrelated technical develop- 
ments coming to fruition right now which, when viewed collectively, will 
redefine MPOG once again. Five years from now, you might not be able to 
distinguish between where reality ends and the games begin. Sound interest- 
ing? Read on. 


chapter 


1) The Shape 
of Things 
to Come 


B, this point, you probably realize that the market for online multiplayer 
gaming is changing rapidly. But that's only the perspective on the face of 
things. Behind the scenes, the pace is blistering. Before we jump into the future 
of the field, let's make sure we are all aware of what's going on right now. The 
most recent E3, the annual trade show for the Electronic Entertainment indus- 
try, was held in Atlanta in June of 1997. The next section provides a snapshot 
of the industry at the time of the trade show. Although some of the points 
raised here may at first seem peripheral to the narrow MPOG focus taken 
throughout this book so far, they are significant, and this chapter will tie them 
all together for you. By the end of this analysis, you will see how MPOG 
gaming could become as commonplace as cable television, how these enter- 
tainment products will be packaged and delivered to you, and why your 
world will be different as a result. 


On the MPOG Front Lines at E3 


If you work in any business long enough, it's fairly easy to become jaded and 
cynical. When any of us in the old guard of Electronic Entertainment journal- 
ism bump into one another at E3, the first question is almost always "What 
have you seen that's hot?" Most of the time, the answers are less than inspir- 
ing. Sure, there are good games; and we talk about those and exchange gossip 
about who left what company and why, but it's been years since most of us 


316 € The Online Gaming Starter Kit 


have bounced around a show floor really fired up about what we've seen. This 
year was different; and even scheduling problems, blistering weather, and a 
show floor so spread out that getting anywhere on time was virtually impos- 
sible couldn't defeat our enthusiasm. Things were changing, new ground was 
being broken, and most importantly, people were finally seeing the big picture 
and not just the bottom line. 

The most significant trend of the show was the complete dominance of 
online multiplayer gaming. If a title didn't offer this feature, it simply wasn't 
taken seriously. Not all of the publishers got it, but the vast majority of them 
did, and the remainder will come up to speed or die of obsolescence. Game 
designers and programmers are gamers too, and they have known for years 
what publishers have resisted: we would rather play each other than the best 
Al any of them could come up with. That's why game developers previously 
demanded and established LAN connectivity as a standard design feature 
when there was absolutely no commercially viable reason to do so; only 5 
percent or so of the audience had LAN access. Designers and programmers 
had LAN access, though, and wanted to play each other. 
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Figure 15-1: In Die by the Sword, an upcoming action combat game from Interplay that features 
first and third person perspectives, player-scripted special moves, and a game environment that is 
completely consistent with the laws of physics, online players will be ready to hand you your head. 
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The second most significant trend was a clear and distinct shift away from 
console-based video gaming as the "core" of the industry. With very few 
exceptions (Sega, Nintendo, Capcom, and Konami being the major ones), 
publishers had far more PC titles in development than console titles. Even 
Sega had chinks in its console armor. Segasoft's biggest announcement of the 
show was Heat.net, a PC-based multiplayer online gaming service slated to 
launch this fall. Perhaps the ISDA reports that show an installed base of 5.8 
million third-generation console users (N64, Sega Saturn, and Sony 
Playstation combined), compared to 22 million multimedia PC owners in the 
U.S. alone, are starting to sink in. Those console owners need not worry about 
availability of new games, because those are still forthcoming, but most third- 
party publishers, even old video game standbys like Acclaim and THQ, now 
view console titles as ancillary revenue streams and not their bread and butter. 
Also, you can expect Nintendo, Sony, and Sega to continue to support their 
hardware systems for some time to come just to try to recoup their develop- 
mental investments. 

A third trend is the start of a major movement towards DVD as a publish- 
ing media for games, movies, music, and everything else digital. Diamond 
entered the movement with a $599 CD-ROM upgrade kit that has stereo and 
TV out jacks. These jacks allow the DVD player in your computer to double as 
a DVD movie player for your home entertainment system. Looks like Dia- 
mond is the best DVD entry so far, or at least the smartest. And although there 
are a lot of companies supporting DVD conversions of their games, the most 
significant indicator that DVD will become the standard comes from Access, 
who will publish their next Tex Murphy adventure (Mean Streets, Under a 
Killing Moon, The Pandora Directive) only on DVD. Access doesn't publish a 
lot of games, but they are always on the cutting-edge (Mean Streets was the 
first game to use full motion video, for example), and so far they have never 
been wrong about where everyone will eventually go—they just get there first. 

So, if DVD is going to deliver games, movies, and music, what kinds of 
appliances will run it? Sure, we've mentioned that computer users will be the 
early DVD adopters, but who wants to watch a movie on a 15- or 17-inch 
monitor when they've got a 31-inch screen in the basement? And how many 
people have their computer hooked up to a really great sound system, the 
same one they would normally listen to a new music CD on? So there really 
needs to be some sort of appliance that allows all this wonderful new technol- 
ogy to converge and make itself useful in our homes. Well, there are several of 
these appliances. 

Virtually all of the major electronics firms are in the process of launching 
PCTV's, and several of the independent manufacturers, like Gateway, are 
already shipping their models. Intel supports the push as well because the 
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units will use their chips. What is a PCTV? Essentially, it is a big screen televi- 
sion with a built in 133 to 200 MHz computer with all the trimmings, includ- 
ing Internet connectivity. Expect the CPU speeds to go up at a phenomenal 
rate without corresponding increases in price, just as they do in the desktop 
market. And satellite modems, which tie into DSS and other small home 
television dishes, are not far behind. But before we dig into what all of that 
means, let's look at one more trend. 


Figure 15-2: An example of how good 3D accelerated graphics can look in a next-generation 
multiplayer game. This is from Activision's upcoming title, Fighter Squadron. 


The push toward 3D accelerated graphics boards is reaching full swing as 
well. The first games that require them are hitting the shelves now, and soon 
you won't play anything new unless you upgrade to the new boards. Players 
may complain, but the simple fact of the matter is that co-processing is the 
solution to many programmer nightmares. You can do a lot more in a game 
design when you can count on the sound card processor to handle its load, the 
graphics processor to handle its load, and when the main CPU is free to 
crunch all the really good stuff. And if you still want to resist reaching into 
your pocket once again after that explanation, wait until you see how good 
these games look. You'll become a believer. 

And how does co-processing affect MPOG play of a game? Well, the more 
that is handled by the host machine you are playing on, the fewer packets that 
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Tournaments 


Tournaments are a traditional form of gaming competition. Pick whatever 
“queensbury” rules you like, single-elimination, double-elimination, shoot 
first and ask questions later—it doesn't matter. You will find the type of com- 
petition you are looking for somewhere on the Internet. As you saw in Chap- 
ters 2 through 5, each MPOG service promotes tournaments to varying 
degrees. Some have regularly scheduled elimination rounds for their more 
popular games, like Warcraft II and Quake, while others hold long term ongo- 
ing campaigns for titles like MechWarrior 2 and Air Warrior II. Often, the 
game designs themselves dictate which type of contest is the most suitable. 
On the major commercial services, you can expect the tournaments to be 
sponsored, either by the manufacturer of the game or some other advertiser. 
And sponsorship means prizes. Some prizes are cheesy, like T-shirts, coffee 
cups, and bonus online hours, but some services have already given away cars. 


Leagues 


League play is just like you would expect it to be in normal sporting events. A 
set number of teams play out their matches in accordance with a regular 
schedule until the season is over, and then winners are determined. In the case 
of electronic sports leagues, teams and coaches usually have the entire week 
prior to the sporting event (like a Sunday Football game) to coordinate when 
they will get together and play. Other league schedules can be even looser, as 
long as any particular player doesn't get so far behind as to be impeding the 
progress of the league as a whole. The league commissioner or other form of 
online moderator will generally evict those that do, and the rest of their season 
schedule is forfeited to the opposing teams. 

In the case of non-sporting leagues, the league is often nothing more than a 
vehicle that houses regularly scheduled tournaments, much like a bowling 
league. Players and teams change over time and the only thing that remains 
rigid is the league schedule itself. 


Ranking Ladders 


Some services, like TEN, automatically rank players based on their cumulative 
online performance in a given game, exclusive of tournaments or other special 
events. In this fashion, they can keep track of the best players on the service 
and keep vanity boards like a Hall of Fame constantly kept up-to-date. Some 
players, generally the ones that get their names posted, really appreciate this 
feature. Others definitely wish the ranking ladder would go to sleep now and 
then and not take notice of all their blunders. 
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have to travel back and forth over the Internet. This frees up room (see "What 
is Bandwidth?" below) for more players, better connections, and faster game 
play, even with more complex game designs than we are playing now. 

So let's look at these trends in combination for a second: 


W New games are considered sub-standard without an MPOG component. 


W The PC entertainment market has finally become, by definition, a mass 
market. 


W DVD and PCTV are poised to move computers into the center of the 
home entertainment system, in our living rooms where console gaming 
first became big. 


B With co-processing, games look better and run faster than ever before, 
and Internet play is smoother than before. 


B Internet connectivity will become a standard television feature. 


By now it should be apparent that all of these developments point to a 
world where mass market entertainment, including online gaming, is deliv- 
ered right to everyone's living room. Given what was said in Chapter 1 about 
gaming being a universal language and part of our social conditioning, this is 
an exciting development. Nevertheless, some skeptics will still question why I 
contend that almost everyone will eventually partake of this technology. That 
brings up the next piece of the puzzle. 


Gaming Goes Global 


Between now and 2004, a short seven years away, every analog television in 
the United States will have to be replaced because the entire broadcasting 
system is upgrading to a digital signal. It won't be optional. If you want to 
receive any entertainment in your home, you will fork out the cash for a new 
TV. And this won't be happening just in the U.S.; we are among the first coun- 
tries to adopt the next-generation standard. Knowing this to be the case, 
manufacturers aren't waiting for six of those seven years then expecting every- 
one to buy a new set all at once. No, they are rolling out their models now, so 
people can replace their sets at a more normal rate and so there will be a large 
installed base already when the change occurs. 

In other words, the market is being given the appropriate amount of time to 
shift to the new technology so consumers don't feel roped into the deal. Con- 
currently, however, and well before the seven-year period is up, all of us will 
be adjusting to the availability of new goods and services that will become just 
as indispensable to us as microwave ovens, cable television (or satellite televi- 
sion now), or telephone service. 
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And how is MPOG gaming delivered in this scenario? Just like any other 
satellite or cable delivered entertainment channel, distributors will package 
commercial Internet channels like TEN, Mplayer, ENGAGE, Microsoft's 
Internet Gaming Zone, and, the newcomer, Heat.net right alongside HBO, 
Cinemax, Showtime, WTBS, and ESPN. And the same kinds of volume dis- 
counts and standard packaging programs will apply. 


Figure 15-3: Imagine this scene on the big screen in your living room! 


Remember how expensive the Disney channel was when it first came out? 
And now, because the audience share is large enough and Disney is making 
more from advertising aimed at that audience than through subscriptions, the 
cost for subscription has been reduced drastically. Well, developments in the 
MPOG market parallel this directly. All of the major MPOG providers listed in 
this book started with revenue models based on hourly connect fees, but many 
of these same leaders have already moved to a flat pricing model. Even 
Mplayer's Plus program costs less annually than HBO, and TEN's new pricing 
structure isn't too far above cable programming already. These changes have 
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occurred before the impact of MPOG delivery to every television set has been 
felt. When you consider that the MPOG industry is projecting revenues of $3.7 
billion (exclusive of advertising) in the year 2000, and that one company, 
Blizzard, has already announced that 650,000 people have played 13 million 
games of Diablo over the Battle.net service, imagine what will be possible 
when the number of eyeballs playing games online quadruples or increases by 
a factor of 20. You have a mass market that behaves just like every other enter- 
tainment mass market. Gaming goes global. 


Connectivity on the Go 


Remember when it was novel to see someone using a cellular phone? How 
about a pager, once almost the exclusive domain of doctors, lawyers, and drug 
dealers? These technologies became ubiquitous in our society very rapidly. 
How about personal digital assistants? Although these haven't taken off just 
yet due to pricing and technological constraints, the bugs have been worked 
out of the latter and pricing is coming down. Most of us grew up watching the 
Jetsons, and the idea of having computers in our pockets is pretty cool, pro- 
vided we can afford it. 

Now, think back if you can to the first time you saw someone using a 
pocket calculator or an LCD watch. When each of these items first came out, 
even very basic versions of them cost hundreds of dollars. Within two years of 
being introduced, they were literally being given away as promotional items 
in stores when you bought some other product. PDA's may not go that far that 
fast, but you can expect them to become as commonplace as cellular phones 
and pagers within a couple of years. 

And what are we going to do with all this power in our pockets? Well, the 
same things we've always done with the power on our desktops and in our 
living rooms. Sure, we get work done, but we also play. And who is currently 
serving the entertainment-on-the-go needs of the generation that grew up 
playing a Gameboy? No one, but PDAs will, and at a more appropriately 
sophisticated level for the adults who want them. 
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Figure 15-4: Very soon, you might be stuck at an airport but still spending your time construc- 
tively, building new relationships and exerting your avatar's influence in Ultima Online. 


All of the required technology is already done; companies are simply look- 
ing for new ways to drive pricing down to help the market mature more 
swiftly. When it does, you can expect to be downloading game hints, tips, and 
tricks on the fly, wherever you need them, even connecting with other "com- 


muters" for a quick Deathmatch at your convenience. Welcome to the wireless 
world of MPOG. 


Videoconferencing & Multiplayer Gaming 


An important element of gaming is the ability to see the other person in- 
volved. A disadvantage of gaming over the Internet compared to playing 
cards at someone's house is the inability to see the other person. We are visual 
creatures, and we gather many of our social cues by watching the people we 
interact with. Non-verbal communication is just as important to us as verbal 
communication, and the absence of it has already caused enough social dys- 
function on the Internet, where flame wars, however unwelcome, are normal 
parts of the landscape. And, as we pointed out in Chapter 14, "Clans, Leagues 
& Ladders," some anti-social behavior has already crept into gaming circles. 
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Evil likes the darkness, however, and some people will say and do many 
things when they feel the safety of anonymity. Videoconferencing on the 
Internet, both alone and in conjunction with MPOG applications, will not only 
remove that anonymity from the malcontents, it will afford the rest of us a 
richer experience in the process. 

Many people probably associate the term videoconferencing with the 
old corporate paradigm of large expensive room-based systems that tie two 
geographically separate locations together via a dedicated communications 
channel. This paradigm holds true for non-desktop systems; the emphasis on 
the word dedicated is important to distinguish between traditional videocon- 
ferencing and desktop videoconferencing. Dedicated systems don't have to 
compete for bandwidth over the Internet, but desktop videoconferencing 
systems do. And it will be an even more significant difference when we talk 
about PCTV videoconferencing and satellite modems, but to see this signifi- 
cance, you have to first grasp the basic concept of bandwidth. 


What Is Bandwidth? 


A communications channel may be compared to a water pipe. The larger the 
pipe, the greater the volume of water that can pass through it in a fixed 
amount of time. In communications terms, that volume of water is equal to a 
volume of information in any form, audio, visual, text, applications like 
games, files, documents, and so forth. And the more of these items that can 
pass through the pipe simultaneously, or perceptibly so, the higher the band- 
width of the system. 

The unit of measure for bandwidth is bits per second, the number of bits of 
information, which move per second. Again, you can equate this to gallons per 
minute flowing through the pipe. It is important to understand that the best 
videoconferencing system in the world attached to a small communications 
channel is less capable than the worst system attached to a big channel. In other 
words, bandwidth is the single largest limiting factor for videoconferencing. 
It is also the largest limiting factor of the number of people who can play 
games together. 


Solving the Bandwidth Issue 


Naturally, the most straightforward solution to bandwidth limitations is to 
buy or build a bigger pipe, but this hasn't always been an option. Fortunately, 
there are a number of other tricks that programmers and designers do to 
minimize the impact of bandwidth on performance, most of which involve 
various data compression routines. As mentioned previously in this chapter, 
co-processing solves a lot of problems as well. 
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Figure 15-5: When bandwidth issues are solved, players will be able to run around the world 
to gather with others as quickly as these tribesmen from Populus: The Third Coming. 


We know the Internet is currently clogged and crowded, so we worry about 
what will happen when all of the anticipated new users finally arrive. Sure, all 
of the telephone companies are busy laying fiber optic cable to meet the antici- 
pated demand, but it is not likely that they will be ready in time, even though 
they will eventually meet and exceed the increased demand. Well, here's the 
secret. The cable and satellite industries know this too, and they are ready to 
fill the gap in the interim. 

Current cable and satellite modems are already ten times as capable as 
standard analog modems, and they are becoming more capable at an exponen- 
tial rate. Further, both industries are motivated to make these modems inex- 
pensive to drive their widespread acceptance. Without going into all the detail 
behind these business decisions (just follow Time, Newsweek, or the Wall Street 
Journal if you want to see how the media world is being carved up), suffice to 
say that cable and satellite providers must do this to survive and stay competi- 
tive for the next ten years. 

So, when you look at wireless, satellite, and cable bandwidths in conjunc- 
tion with the existing bandwidth of the Internet, you see that concerns about 
the influx of new users are being managed. The industries may be competing 
with one another, but their technologies and the applications of them, including 
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videoconferencing and multiplayer gaming, are complimentary. All things are 
converging for the good of the consumer. 

Finally, remember all of the television sets that have to be replaced? Well, a 
lot of the new models you will replace them with feature picture in picture 
(PIP) videoconferencing capabilities. And we've already seen successful test 
runs of eight players enjoying a DOOM II deathmatch concurrent with a live 
videoconference link, without all the whiz-bang bandwidth, coming our way 
in the near future. As such, you can absolutely expect to see your allies and 
opponents and enjoy richer gaming experiences with them in the MPOG 
world of tomorrow. 


Virtual Universes & Alternate Realities = 


The other major benefit of increased bandwidth, co-processing, and all the 
other goodies we’ve been talking about is that the combination of them allows 
game designers to create much larger, more complex worlds than ever before. 
At the aforementioned E3 this year, newcomer Heat.net announced a game 
called 10 to the 6" Power, where a million players (if you can gather that many 
together at the same time) can build their plots of land and trade with other 
players to develop the same game world simultaneously. 


Figure 15-6: As you can see from this shot from Hexen II, game worlds can become very detailed 
even before the bandwidth pipe opens up. 


326 e 


The Online Gaming Starter Kit 


When a million people can work together to build and shape a shared 
online game environment, or even a universe to play in over a period of years 
or even decades, how much different is this than when the first settlers ex- 
plored our real world and developed the villages, towns, and cities that exist 
today? By nature we want to explore new frontiers, and the online world 
offers an unlimited number of them. By nature we want to cooperate with 
others to build something lasting, and who among us wouldn't be proud to 
tell a child or grandchild that a community we built or helped to build online 
10-30 years before was still thriving for them to see, be a part of, and enjoy 
with others? By nature we want to play together, and now we can in ways 
most of us would have never imagined just a few short years ago. 

But not all of this bandwidth and processing power has to go into bigger 
environments; it can also go into developing more realistic, more immersive 
environments. If you can create a world large enough that millions of people 
can play in it without feeling claustrophobic, why can't you also create a room 
the same size as the one you are sitting in and just as realistic as the original, 
such that you couldn't distinguish between the two? You can; the technology 
exists for that already also, and for much larger environments than a single 
room. Once again, this virtual reality technology is simply looking for ways to 
drive the price down from commercial levels to consumer levels. And since all 
of the other bandwidth issues will be solved by other industries, the obstacles 
to high-quality home VR peripherals are removed as well. 

Here's where it's all converging in terms of multiplayer game design. Re- 
member the scenes in the movie Aliens where the Marines were exploring the 
complex and a central commander was monitoring all of their progress via 
real-time video and audio link? Each of them certainly had a "real world" 
experience that was very personal in the fire fighting which ensued, and the 
commander had his own experience trying desperately to coordinate and save 
them. OK, Dad takes the role of Commander, Mom plays Vasquez, and the 
kids become the other Marines. Everyone feels like they are there because of 
VR helmets and other sensory peripherals. It's coming to your living room a 
lot sooner than you think. 


Conclusion 


The world is evolving at an exponential rate. The Internet brings us all together 
while at the same time reinforces the ability of traditional extremists and fringe 
elements to connect with one another. It's not all a rosy picture, but it is impos- 

sible to deny that it is changing the way we work and the way we play to equal 
degrees. And in case you haven't already noticed, it's almost impossible to 
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avoid. Sure, there are still people in this country that get by without electricity, 
but how many of them are there compared to the rest of us? And how quickly 
did that technology become indispensable to most people? 

There will always be naysayers and prophets of doom in this world, but 
every technology is only what we make of it. There is nothing inherently evil 
or inherently good about Internet technology and the ability for common people 
to play games together. I choose to focus on the positive potential of the medium 
and do my part to help realize that, instead of focusing on the potential harm 
caused by the few who would abuse the technology. Like Spock said, "The 
needs of the many outweigh the needs of the few." I believe that by playing 
games together we can break down a lot of the racial, cultural, and religious 
barriers between us and make a better world, both online and off. Whether 
we do or don't realize that vision is entirely up to us. See you online. 

July 7*, 1997 

Wolf Creek, Ohio 

Note: The author games online under his real name to give his readers the 
opportunity to trounce him soundly in the game of their choice. 


320 © The Online Gaming Starter Kit 


appendix A 


About the 
Companion 
CD-ROM 


The CD-ROM included with your copy of The Online Gaming Starter Kit 
contains valuable connectivity software and games. Some of these games 
require registration with an online gaming service before they can be played. 


Viewing the CD-ROM 


Macintosh—Double-click on the LAUNCHME icon after opening the CD on 
your desktop. 
Windows 95—Double-click on the LAUNCHME.EXE file from your Windows 


Explorer. 
You'll see a menu screen offering several choices. See “Navigating the 


CD-ROM” below for your options. 


Navigating the CD-ROM 


Your choices for navigating the CD-ROM appear on the opening screen. You 
can install the software, view the hot picks, learn more about Ventana, or quit 
the viewer. 

If the viewer does not run properly on your machine, follow the following 
instructions for optimum performance. 
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For optimum Windows performance: 


1. Copy the LAUNCHME.EXE and LAUNCHME.INI files to the same 
directory on your hard drive. 


2. Open the LAUNCHME.INI file in a text editor such as Notepad. 
3. Find the section in the .INI file that reads: 


[Memory] 
;ExtraMemory-400 


; Amount of kBytes over and above physical memory for use 
by a projector. 


4. If your computer has enough memory to do so, delete the semicolon 
from the ExtraMemory line, and change the ExtraMemory setting to a 
higher number. 


5. Save the changes to the LAUNCHME.INI file, and close the text editor. 
6. With the CD-ROM still inserted, launch the viewer from the hard drive. 


If the viewer still does not run properly on your machine, you can access the 
material on the CD-ROM directly through Windows Explorer (Windows 95). 


For optimum Macintosh performance: 

1. Copy the Launch Me file to your hard drive. 
2. Click once on the Launch Me file. 

3. Select Get Info from the File menu. 


4. If your computer has enough memory to do so, change the amount in the 
Preferred Size field to a higher number. 


5. Close the Info box. 
6. With the CD-ROM still inserted, launch the viewer from the hard drive. 


If the viewer still does not run properly on your machine, you can access 
the files on the CD-ROM directly by double-clicking on its icon on the desktop. 


Windows 95-Compatible Software 


This section is divided into two parts—online gaming services and games. 


Online Gaming Services 


W The Arena. The Arena offers the largest and broadest range of multiplayer 
games and entertainment of any Internet-based game service. The Arena 
allows you to play the hottest games on the Net against people from 
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around the world. The Companion CD-ROM includes approximately 
twenty Arena games, all grouped together in the Arena folder. For more 
information on The Arena, visit http:/ /www.earthlink.net/thearena. 


EarthLink Total Access. Total Access provides a top-quality, easy-to-use 
Internet connection. It includes an Internet Dialer, Netscape Navigator 3, 
and software for registering an Internet account with EarthLink Net- 
work. For more information about using the software, consult the 
readme file that's in the EarthLink directory, or see Chapter 1 of the 
Official Internet Starter Kit book, also by Ventana. For EarthLink technical 
support, call 800-395-8410. 


ENGAGE games online. A collection of online games including Descent, 
Warcraft II: Tides of Darkness, Castles II: Siege & Conquest, Virtual Pool, 
and Improv Comedy Trivia. For more info about ENGAGE games online, 
go to http:/ /www.gamesonline.com on the World Wide Web. 


HEAT.NET. This service, operated by SegaSoft, is the Web's premier 
source for multiplayer online gaming and multiplayer online games, 
including exclusive multiplayer games that can not be played anywhere 
else, and prizes and awards for frequent players. Visit the Web site at 
http:/ /www.heat.net for more information. 


Kali 95. Kali is the world's largest Internet gaming network, enabling 
over 140,000 players on more than 600 servers in 56 countries to play the 
most popular multiplayer games on the Internet. Visit the Web site at 
http:/ / www.kali.net for more information. 


Mplayer. Mplayer is the £1 multiplayer game service on the Internet. 
Mplayer currently supports over 20 games, including Quake, Blood, 
Diablo, Red Alert, and Scrabble. Most of the game play on Mplayer is 
free. More than just great games, Mplayer is an active community of over 
100,000 game enthusiasts from all over the country. Gamers can commu- 
nicate on the service using text chat, voice chat, ScribbleTalk (a shared 
whiteboard), and a pager. There are always new and exciting tourna- 
ments and events happening on the service. To learn more about this and 
other products from Mpath, visit http:/ /www.mplayer.com. 


Showcase MPG-NET. Showcase MPG-NET is an online games network 
consisting of system access software and nine games: The Kingdom of 
Drakkar, Empire Builder, Operation Market Garden, Minion Hunter, 
Backgammon, Junta, Wari, Tic-Tac-Toe, and Imperium. For more infor- 
mation about individual games, visit the Showcase MPG-NET Web site 
at http:/ /www.mpgn.com. 
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B TEN. Home of the exclusive rights to many of the hottest gaming titles, 
the Total Entertainment Network is a premier entertainment network for 
game playing consumers on the Internet. TEN currently offers rankings, 
game profiles, tournaments, hints, tips, contests, and chat. For more 
information, visit TEN's Web site at http:/ /www.ten.net. 


Games 


W Constructor. Constructor combines the best of the simulation genre with 
detailed character interaction, dark humor, and strategic competition. 
Check out http:/ /www.aklm.com/constructor/construct.html for more 
information. 


W Diablo. Diablo invites you to enter a world of dark gothic fantasy. Play as 
a brave Warrior, cunning Rogue, or mysterious Sorcerer. As you venture 
deeper into the labyrinth, you'll discover weapons, armor, and magical 
treasures, and develop your character's skills and abilities. You might 
also want to bring a friend or two to help. 


E Imperialism Demo. The world is your oyster! Imperialism is a multifaceted 
resource management strategy game set in a fictional 19th century, Earth- 
like world. In order to achieve victory, you must develop your country’s 
infrastructure through clever manipulation of economic, diplomatic, and 
military resources to maneuver your country to a position of dominance 
in the Council of Ministers. Unite the world under your leadership! 
Random map generators allow unlimited replayability. Check out http: / 
/ www.ssionline.com. 


B Panzer General II Demo. Panzer General II is an entire generation beyond 
anything yet seen in strategy games. Battles rage through World War H's 
Eastern and Western Fronts, North Africa, and even the continental 
United States. Features include over 30 beautifully rendered battlefields, 
detailed 3D-rendered combat units, multiplayer support, and much 
more. Check out http:/ /www.ssionline.com. 


Œ Rolemaster. Four games by Rolemaster including Bladelands, Magestorm, 
Darkness, and Splatterball. For more info, check out http: / / 
www.gamesonline.com/ files/. 


W Warbirds. From iMagic Online, a real-time Internet Flight simulation of 
World War II fighter aircraft. With Warbirds, you can play over the 
Internet with players from all over the world. Watch for Fighter Ops, an 
easier version of Warbirds, this fall! For more information, visit http: / / 
www.icigames.com or http:/ /www.imagicgames.com. 
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Mac-Compatible Software 


This section is divided into three parts: online gaming services, games, and 
links to Web sites that provide more information about Macintosh-based 
online gaming. 


Online Gaming Services 


W The Arena. The Arena offers the largest and broadest range of multiplayer 
games and entertainment of any Internet-based game service. The Arena 
allows you to play the hottest games on the Net against people from 
around the world. This CD includes approximately twenty Arena games, 
all grouped together in the Arena folder. For more information on The 
Arena, visit http:/ /www.earthlink.net/thearena. 


W EarthLink Total Access. Total Access provides a top-quality, easy-to-use 
Internet connection. It includes an Internet Dialer, Netscape Navigator 3, 
and software for registering an Internet account with EarthLink Net- 
work. For more information about using the software, consult the 
vreadme that is in the EarthLink directory, or see Chapter 1 of the Official 
Internet Starter Kit book, also by Ventana. For EarthLink technical sup- 
port, call 800-395-8410, Games. 


W Imperialism Demo. The world is your oyster! Imperialism is a multifaceted 
resource management strategy game set in a fictional 19th century, Earth- 
like world. In order to achieve victory, you must develop your country's 
infrastructure by clever manipulation of economic, diplomatic, and 
military resources to maneuver your country to a position of dominance 
in the Council of Ministers. Unite the world under your leadership! 
Random map generators allow unlimited replayability. Check out http: / 
/ www.ssionline.com. 


W Warbirds. From iMagic Online, a real-time Internet Flight simulation of 
World War II fighter aircraft. With Warbirds, you can play over the 
Internet with players from all over the world. Watch for Fighter Ops, an 
easier version of Warbirds, this fall! For more information, visit http:/ / 
www.icigames.com or http:/ /www.imagicgames.com. 
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Macintosh Online Gaming Resources 


http:/ /www.happypuppy.com/mac/ 

http:/ /www.netutopia.com/macgames/index.html 

http:/ /www.shirenet.com/ -crusader/html/Flight Simulators.html 
http:/ /www.vivanet.com/ -clader/games/ 

http:/ /www.tikkabik.com/mac arcade.html 

http:/ /www.eecs.wsu.edu/ ^rkinion/macdoom.html 

http:/ / wwwhost.ots.utexas.edu/mac/pub-mac-game.html 

http:/ /www.velodrome.com/umac.html#Games 

http: / /www.macgate.torget.se/index.html 


http: / /www.sharewarejunkies.com / macgame.htm 


http:/ /www.astro.nwu.edu/lentz/mac/recreation/ classic-mac- 
games.html : 


http:/ /www.softwaresource.com /macgames.htm 

http:/ / macweb.intr.net/games.html 

http:/ /www.macledge.com/ depts/links.html 

http:/ /www.aau.pair.com / macresources/ links/games.html 


http:/ /www.melis.com/gamesplace/macgames.html 


http:/ /www.macworld.com/ gameline/ features /lists.html 


Technical Support 


Technical support is available for installation-related problems only. The 
technical support office is open from 8:00 a.m. to 6:00 p.m. Monday through 
Friday and can be reached via the following methods: 


B Phone: (919) 544-9404 extension 81 

Faxback Answer System: (919) 544-9404 extension 85 
E-mail: help@vmedia.com 

FAX: (919) 544-9472 

World Wide Web: http:/ /www.vmedia.com/support 


America Online: keyword Ventana 
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Limits of Liability & Disclaimer of Warranty 


The author and publisher of this book have used their best efforts in preparing 
the CD-ROM and the programs contained in it. These efforts include the 
development, research, and testing of the theories and programs to determine 
their effectiveness. The author and publisher make no warranty of any kind 
expressed or implied, with regard to these programs or the documentation 
contained in this book. 

The author and publisher shall not be liable in the event of incidental or 
consequential damages in connection with, or arising out of, the furnishing, 
performance, or use of the programs, associated instructions, and/or claims of 
productivity gains. 

Some of the software on this CD-ROM is shareware; there may be additional 
charges (owed to the software authors/makers) incurred for their registration 
and continued use. See individual program's README or VREADME.TXT 
files for more information. 
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AD&D Dark Sun: Crimson Sands Online 107-111 


hints 109-111 


Advanced Tactical Fighter 172-174 


hints 174 
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alternate realities 325-326 
bandwidth 
defined 323 
limitations, solving 323-325 
co-processing 318-319 
digital signal technology 319-321 
DSS 318 
DVD 317 
Heat.net 317 
MPOG, future of 315-319 


e 339 
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PCTV 317-318 


PDAs (personal digital assistants) 321-322 


satellitemodems 318 
10 to the 6th Power 325 


3D accelerated graphics boards 318 


videoconferencing 322-323 
virtual worlds 325-326 
wireless gaming 321-322 
EarthLink: The Arena 47-49 
EarthLink Network 
ENGAGE 26 
GameStorm 54 
East Front 280-281 
Easter Egg, defined 207 
Editorial content, defined 34 
EF2000 178-180 
hints 179-180 
Efram people 51 
Elsewhere 300 
Elson, Jeremy 298 
E-mail. See Gaming services 
Empire Builder 232-234 
hints 233-234 
Empiriana 115-119 
hints 118-119 
ENGAGE 
about 23-24 
command bar 25-26 
costs 28-29 
downloading front ends 28 
front page, returning to 27 
games, finding 27-28 
games, list of 24-25 
hardware requirements 28 
installing 26-27 
ISPs supported 26-27 
Provider areas 26-27 
software requirements 28 
special features 25-26 
Envy 299 
Escudero, Al 58 
EW-too Talker 300 
Experience points 9 
See also RPGs 


F 


F-22 Lightning II 180-181 
Fan clubs. See Social groupings 
Final DOOM 88-90 
Finnes, Jim 298 
Firewalls, circumventing 198 
First person perspective 

See Action games 

See Adventure games 

See RPGs 

See Simulations 

See Sports games 


Fishing 211-213 
Five Card Draw 157-159 
Five Card Stud 157-159 
Flight simulators. See Simulations 
Football 199-201 
Foothills 300 
Foundation 300 
Fragile Allegiance 235-236 
Free Zone, Mplayer 21 
Front ends, downloading 
ARIES Online Games 41 
EarthLink: The Arena 48 
ENGAGE 28 
GameStorm 57 
ICE Online 59 
Kahn 65 
Mplayer 20-21 
Front Page Sports 
Baseball 197-199 
Football 199-201 
Golf 201-203 


G 


GACHA 49-50 
Game Arena, TEN 37 
Game crashers 308 
Games offered, lists of 
ENGAGE 24-25 
Mplayer 17 
TEN 33 
See also Gaming services 
Games-Online 51-52 
GameStorm 
AOL 52-53 
CompuServe 53 
Delphi Internet 53-54 
EarthLink Network 54 
GeoCities Arcade 55 
Prodigy 55 
TV Guide Network 56 


Gaming genres. See Genres, described 


Gaming services 
ARIES Online Games 39-42 
Blip 42-43 
DOS-based 49-50 
DWANGO 44-46 
EarthLink: The Arena 47-49 
ENGAGE 23-29 
GACHA 49-50 
Games-Online 51-52 
GameStorm 52-57 
ICE Online 58-59 
Igames 60-61 
ImagiNation Network 73-76 
Infogrames Online 61-63 
Kahn 63-65 
Kali 65-67 
largest 67 


MPG-NET 67-69 
Mplayer 15-21 
On-Line Entertainment 69-72 
SpringerSpan Games 72-73 
TEN 31-38 
Garriot, Richard 4 
Genre areas, ENGAGE 27 
Genres, described 
action games 6-8 
adventure games 8-10 
arcade games 6-8 
board games 10 
card games 10 
casino games 10 
puzzles 10 
role-playing games 8-10 
simulations 10-11 
sports games 12 
strategy games 12-13 
war games 13 
GeoCities Arcade 55 
Gettysburg, Battleground series 265-266 
Gin 150-151 
Golf 
Front Page Sports Golf 201-203 
Golf Web 191 
Jack Nicklaus Online tour 203-205 
Graphic chat 304-305 
Graphics boards, accelerated 318 
Great Battles of Alexander 281-283 
Green rooms, Mplayer 16 
Group, The 70 
Groups. See Social groupings 
Guilds 310-311 


H 


Hacks 308 

Harpoon Online 283-285 
hints 284-285 

Hatlelid, Kris 58 

Hearts 150-151 

Heat.net 317 

Heretic 91-92 
hints 92 

Hexen 91-92 
hints 92 

Hints 
A-10 Cuba! 167 
Achtung, Spitfire 261 
Advanced Tactical Fighter 174 
Advanced Tactical Fighter Gold 175 
Air Warrior 169-170 
Air Warrior II 172 
Ardennes 263 
Backgammon 139 
Baldies 219-220 
Battleship 142-145 
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BattleTech Solaris 80-82 
Big Red Racing 193-194 
Blood 83 
Bulge 263 
Captain Claw 85 
Castles II: Siege and Conquest 229-230 
chess 141, 150 
Civil War games 269-270 
Close Combat 
American tactics 275-276 
German tactics 276-277 
Comanche 3 177-178 
Command & Conquer series 223-227 
Crush! Deluxe 196-197 
Deadlock 231-232 
Descent 87-88 
DOOM 89-90 
Dragon Dice 154-155 
Duke Nukem 3D 91 
EF 2000 179-180 
Empire Builder 233-234 
Front Page Sports Baseball 199 
Front Page Sports Football 201 
Front Page Sports Golf 203 
Harpoon Online 284—285 
Heretic 92 
Hexen 92 
Imperium 238 
Incredible Machine, The 156 
Iron Wolves 184 
Master of Orion II: Battle at Antares 242-243 
MechWarrior 2 93-94 
MercNet 93-94 
Minion Hunter 96 
Monopoly 157 
Monster Truck Madness 207 
NASCAR Racing 2 Online 209 
Net Storm 245-246 
NetMech 93-94 
Online Casino 159 
Operation Market-Garden 286-287 
Panzer General Online 290 
Quake 103 
Red Alert, Command & Conquer series | 225-227 
Risk 160 
Scrabble 161 
SU-27 Flanker 186 
Ten Pin Alley 211 
Trophy Bass2 213 
Virtual Pool 214 
War Winds 256 
WarBirds 189-190 
Warcraft Series 250-254 
X-Wing vs. TIE Fighter 103-104 
Historical scenarios 12-13 
See also War games 
Hodges, Michael 69 
Hyperlink 27 
HyperText Markup Language (HTML) 302 
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ICE Online 58-59 
Igames 60-61 
Imaginary Mud Server 299 
ImagiNation Network 73-76 
Imperium 237-238 
hints 238 
Incredible Machine, The 155-156 
hints 156 
Infogrames Online 61-63 
Interactive Rocky Horror Picture Show 70 
Interactive Visual Systems (IVS) 44 
Internet Service Providers (ISPs) 
AOL 
ENGAGE 26 
GameStorm 52-53 
Mplayer 15 
CompuServe 
GameStorm 53 
Mplayer 15 
Concentric Network 
ENGAGE 26 
TEN 32,38 
Delphi Internet 53-54 
EarthLink Network 
ENGAGE 26 
GameStorm 54 
GeoCities Arcade 55 
Prodigy 
GameStorm 55 
Mplayer 15 
TV Guide Network 56 
See also Gaming services 
IPX networks 
Kahn 63-65 
Kali 65-67 
Iron Wolves 182-184 
hints 184 
ISPs (Internet Service Providers) 
AOL 
ENGAGE 26 
GameStorm 52-53 
Mplayer 15 
CompuServe 
GameStorm 53 
Mplayer 15 
Concentric Network 
ENGAGE 26 
TEN 32,38 
Delphi Internet 53-54 
EarthLink Network 
ENGAGE 26 
GameStorm 54 
GeoCities Arcade 55 
Prodigy 
GameStorm 55 
Mplayer 15 


TV Guide Network 56 
See also Gaming services 
IVS (Interactive Visual Systems) 44 


J 


Jack Nicklaus Online tour 
JavaMud 299 
Junta 238-239 


K 


Kahn 63-65 
Kali 65-67 
Killers 308 


Kingdom of Drakkar 122-125 


hints 124-125 


L 


Ladders, ranking 313-314 
Lag 

See Bandwidth 

See Latency 


LANs (local area networks), and MPOG 5 


Latency 15 

See also Bandwidth 
Leagues 313 
Leibowitz, Jeff 24 
Lima 300 


Local area networks (LANs), and MPOG 5 


Locnar 51-52 

Lord British 4 

Lords of Empyria 115-119 
hints 118-119 

LPC 300 

LPMud family 300 


M 


Magestorm, ENGAGE Rolemaster 


Majic Realm 58 
Mapping. See MUDs 
Marsh, Simon 300 


Master of Orion II: Battle at Antares 


hints 242-243 


121-122 


240-243 


MCAP (Multi-Client Application Protocol) 16 


MechWarrior 2 93-94 
hints 93-94 

Melville 300 

Merc 299 

MercNet 93-94 

Meridian 59 125-128 
hints 128 

Minion Hunter 94-96 
hints 96 


Monopoly 156-157 
hints 157 
Monster Truck Madness 205-207 
hints 207 
MOO (Multi-User Object Oriented) 298 
MPG-NET 67-69 
Mplayer 
about 15-16 
avatars 19-20 
chat, text 18 
chat, voice 17-18 
cost 21 
downloading front ends 20-21 
game settings 19 
games, list of 17 
green rooms 16 
hardware requirements 20 
installing 20-21 
ISPs, supported 15-16 
red rooms 16 
software requirements 20 
technical support 18 
Web access 15 
whiteboards 19 
Mplayer Free Zone 21 
Mplayer Plus 21 
MPOG (multiplayer online gaming) 
about 1-5 
future of 315-319 
See also Genres, described 
See also specific game names 
Mr. Bandwidth 32 
MUD1 298 
MUDs (Multi-User Dimensions) 
AberMud family 298 
about 297-298 
Circlemud 298 
Dikumud family 298-299 
Envy 299 
Imaginary Mud Server 299 
JavaMud 299 
LPMud family 300 
Merc 299 
Talkers 300 
TinyMud family 301 
where to find 301-302 
See also MUSHes 
See also Virtual worlds 
Multi-Client Application Protocol (MCAP) 16 
Multiplayer online gaming (MPOG) 
about 1-5 
future of 315-319 
See also Genres, described 
See also specific game names 
Multi-User Dimensions (MUDs). See MUDs 
Multi-User Object Oriented (MOO) 298 
MUSHes (Multiple-User Shared Hallucinations) 
about 301 
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where to find 301-302 

See also MUDs 

See also Virtual worlds 
Music trivia 25 


N 


Napoleon in Russia, Battleground series 272 
Napoleonic War games 270-271 

NASCAR Racing 2 Online 207-209 

hints 209 

NEI (Networked Entertainment Inc.) 60-61 
Net Storm 244-246 

hints 245-246 

NetMech 93-94 

Networked Entertainment Inc. (NEI) 60-61 
New User button, TEN 36 

Nightmare 300 

Non-player characters (NPCs) 2-3 


O 


Omaha Hold’em 157-159 
Online Casino 157-159 
hints 159 
Online communities 311-312 
On-Line Entertainment 69-72 
Operation Market-Garden 285-287 
hints 286-287 
Orcs & Humans, Warcraft Series 249 
Over the Reich 287-288 


P 


Palace, The 304-305 
Panzer General II 291-294 
Panzer General Online 288-290 
hints 290 
PC Games 21 
PCTV 317-318 
PDAs (personal digital assistants) 321-322 
Pensjó, Lars 300 
People button, ENGAGE 26 
Perambulator GOP 42 
Personal digital assistants (PDAs) 321-322 
Personality types 308-309 
Player organizations. See Social groupings 
Poker 157-159 
Political groups. See Social groupings 
Pool 213-214 
Portraits. See Avatars 


Prelude to Waterloo, Battleground series 273-274 


Problem solving 8 
See also Genres, described 
Prodigy 
GameStorm 55 
Mplayer 15 
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Professional groups. See Social groupings 
Provider areas, ENGAGE 26-27 
Puzzles 

about 10 

CatchWord 145-146 

Incredible Machine, The 155-156 

See also Genres, described 


Q 


Quake 100-103 
hints 103 
Quan, Michael 299 
Quests 
See Genres, described 
See MUDs 


R 


Racing 
Big Red Racing 192-195 
dinosaurs 207 
Monster Truck Madness 205-207 
NASCAR Racing 2 Online 207-209 
Ranking ladders 313-314 
Realism 10-11 
See also Genres, described 
Realm, The 128-131 
hints 131 
Red Alert, Command & Conquer series 223, 225-227 
Red rooms, Mplayer 16 
Redneck Rampage 96-97 
Reese, George 299-300 
Residents, defined 300 
Resource management 13 
See also Genres, described 
Risk 159-160 
hints 160 
Rocky Horror Picture Show, Interactive 70 
Rolemaster, ENGAGE 
The Bladelands 120-121 
Magestorm 121-122 
Role-playing games (RPGs). See RPGs 
Rose, Jim 262 
RPGs (role-playing games) 
about 2-5, 8-10 
AD&D Dark Sun: Crimson Sands Online 107- 
111 
Bladelands, ENGAGE Rolemaster 
Darkness Falls, ENGAGE 119-120 
Diablo 111-115 
Drakkar, Kingdom of 122-125 
Empiriana 115-119 
Kingdom of Drakkar 122-125 
Lords of Empyria 115-119 
Magestorm, ENGAGE Rolemaster 
Meridian 59 125-128 


120-121 


121-122 


Realm, The 128-131 

Rolemaster: Magestorm 121-122 
Rolemaster: The Bladelands 120-121 
Ultima Online 132-136 

See also Genres, described 


S 


Salte, Alf 298 

Satellite modems 318 

Scrabble 160-161 
hints 161 

ScribbleTalk, Mplayer 19 

Services. See Gaming services 

Seven Card Stud 157-159 

Shiloh, Battleground series 266-267 

Shockwave plug-in 43 

Siege and Conquest, Castles II 228-230 
hints 229-230 

Sierra Internet Gaming System (SIGS) 197-198 

Silicon Graphics Web site 304 


Simulations 
A-10 Cuba! 165-167 
about 10-11, 165 


Advanced Tactical Fighter 172-174 
Advanced Tactical Fighter Gold 174-175 
Air Warrior 167-170 
Air Warrior II 170-172 
Comanche 3 175-178 
EF 2000 178-180 
F-22 Lightning II 180-181 
Iron Wolves 182-184 
SU-27 Flanker 184-186 
WarBirds 186-190 
See also Genres, described 
See also War games 

Skunk boards 60 

Smart Tables 75 

Soccer ball,giant 207 

Social groupings 
clans 309-310 
guilds 310-311 
online communities 311-312 
personality types 308-309 

Sórseth, Gjermand 298 

Spades 150-151 

Speed 51 

Sports games 
about 12 
Big Red Racing 192-195 
Crush! Deluxe 194-197 
Front Page Sports Baseball 197-199 
Front Page Sports Football 199-201 
Front Page Sports Golf 201-203 
Golf Web 191 
Monster Truck Madness 205-207 
NASCAR Racing 2 Online 207-209 
Ten Pin Alley 210-211 


Trophy Bass 2 211-213 

Virtual Pool 213-214 

See also Genres, described 
SpringerSpan Games 72-73 
Stellar Emperor 246-247 
Stephens, Daniel 300 
Strategy games 

about 12-13 

Baldies 218-220 


Castles II: Siege and Conquest 228-230 


Command & Conquer series 
about 220-222 
Command & Conquer 222 
Covert Operations, The 223 
hints 223-227 
Red Alert 223 
Deadlock 230-232 
Empire Builder 232-234 
Fragile Allegiance 235-236 
Imperium 237-238 
Junta 238-239 
Master of Orion II: Battle at Antares 
Net Storm 244-246 
Stellar Emperor 246-247 
War Wind 254-256 
Warcraft Series 
about 247-248 
hints 250-254 
Warcraft: Orcs & Humans 249 


Warcraft II: Tides of Darkness 250 


See also Genres, described 
SU-27 Flanker 184-186 
hints 186 
Subspace 98-99 
Sumo 42 


T 


Talkers 300 

Talking Heads 71 
See also Avatars 

TalonSoft Battleground series 
about 261-262 
Antietam 267-268 
Ardennes 262-264 
Bulge 262-264 
Bull Run 268—270 
Civil War games | 264-265 
Gettysburg 265-266 
Napoleonin Russia 272 
Napoleonic War games 270-271 
Prelude to Waterloo 273-274 
Shiloh 266-267 
Waterloo 271 

Ten Pin Alley 210-211 
hints 211 

10 to the 6th Power 325 


Index 


TEN (Total Entertainment Network) 
about 31-32 
costs 38 
downloading front ends 37-38 
games,list of 33 
games, selecting 36-37 
games, support areas 34 
installing 36-37 
ISPs supported 32 
special features 33-36 
upgrading 35 
Web site access 35 
Terminate and stay resident (TSR) 49 
Texas Hold’em 157-159 
Text-based games. See MUDs 
Third person perspective 
See Adventure games 
See Arcade games 
See RPGs 
3D accelerated graphics boards 318 
Tides of Darkness, Warcraft Series 250 
Timing and dexterity 8 
See also Genres, described 
TinyMud family 301 
Tips. See Hints 


TMI-2 300 
Tournaments 313 
The Arena 48 


Igames 60-61 
See also Gaming services 
Training sessions 48 
Transylvania Interactive 70 
TREX command 207 
Tribes. See Social groupings 
Tricks. See Hints 
Trivia 162-163 
Trophy Bass2 211-213 
hints 213 
Tse, Mitchell 299 
TSR (terminate and stay resident) 49 
TV Guide Network, and GameStorm 56 
Twitch games 8 


U 


Ultima Online 132-136 
hints 135 
Ultimate DOOM 88-90 


V 


Vanity boards 313-314 

Veterans 308 

Videoconferencing | 322-323 

Virtual Pool 213-214 
hints 214 

Virtual reality chat 304-305 


e 345 
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Virtual Reality Markup Language (VRML) 302 Waterloo, TalonSoft Battleground series 271 
Virtual worlds WebBullet Internet Services 16 
about 302 Whiteboard, Mplayer 19 
future of 325-326 Williams, Ken 74 
importance of 303 Wireless gaming 321-322 
where to find 304 Word games 
See also MUDs CatchWord 145-146 
See also MUSHes Scrabble 160-161 
Voice chat 17-18 World of Avalia 51-52 
VRML Repository 304 World Village Web site 72 
VRML (Virtual Reality Markup Language) 302 World War II. See War games 
W X-Z 
War games X-Wing vs. TIE Fighter 103-106 
about 13 hints 103-104 


Achtung, Spitfire 260-261 
Close Combat 274-277 
Close Combat II 277-279 
East Front 280-281 
Great Battles of Alexander 281-283 
Harpoon Online 283-285 
history of 2 
Operation Market-Garden 285-287 
Over the Reich 287-288 
Panzer General II 291-294 
Panzer General Online 288-290 
TalonSoft Battleground series 
about 261-262 
Antietam 267-268 
Ardennes 262-264 
Bulge 262-264 
Bull Run 268-270 
Civil War games 264-265 
Gettysburg 265-266 
Napoleon in Russia 272 
Napoleonic War games 270-271 
Prelude to Waterloo 273-274 
Shiloh 266-267 
Waterloo 271 
See also Genres, described 
See also Simulations 
War Nights 48 
War Winds 254-256 
hints 256 
WarBirds 186-190 
hints 189-190 
Warcraft Series 
about 247-248 
hints 250-254 
Warcraft: Orcs & Humans 249 
Warcraft II: Tides of Darkness 250 
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VENTANA 


Microsoft Internet Explorer 3 Tour Guide 


Your one-stop Internet connection source! This simple, step-by-step 
guide explains why the Internet is causing such a buzz and how to 
use Explorer 3.0 to take advantage of everything the Net offers. 


You'll learn to quickly master Explorer 


3.0’s new, advanced features including: 


* Keyboard shortcuts. 
e Security technology. 


* Increased speed for Web-page 
display. 


* Allowing several activities to occur 
simultaneously (such as scrolling 
while downloading]. 


° portan the Internet with daily 
tasks (such as browsing while 
downloading). 


* Enabling true Internet programmobility 


(for example, many different inter- 
active programs can be presented 
alongside text and images). 


Also covers plug-ins, e-mail, security 
options, newsgroups and more. Plus— 
a tour of sites that exploit Explorer's 
unique technology. 


part #: 1-56604-486-3 
450 pages $24.99 


From the publisher of the bestselling Walking the World Wide Web ~~ 


Microsoft 
Internet Explorer 3 


TOUR GUIDE! 


* Easy, step-by-step instructions s 
© Tips on using plug-ins and e-mail 


© A special look at NetMeeting and —. 
Explorer's advanced features A 


E FREE — 
additional resources onlin 


VENTANA 


Official Netscape Communicator 4 Book 


$39.99, 800 pages 

Beginning to Intermediate 

Windows Edition: part #: 1-56604-617-3 
Macintosh Edition: part #:1-56604-620-3 


The sequel to Ventana's blockbuster international bestseller 

Official Netscape Navigator Book! Discover the first suite to inte- 

grate key intranet and Internet communications services into a 

single, smart interface. From simple e-mail to workgroup col- 

laboration, from casual browsing to Web publishing, from read- 

ing text to receiving multimedia Netcaster channels—learn to 

do it all without leaving Communicator! Covers: 

* All Communicator components: Navigator, Netcaster, 
Messenger, Collabra, Composer and Conference. 

* Complete, step-by-step instructions for both intranet and 
Internet task. 

* Tips on using plug-ins, JavaScript and Java applets. 


The CD-ROM includes a fully-supported version of Netscape 
Communicator plus hyperlinked listings. 
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Book 


WINDOWS fomon 


The Definitive Guide to 
the World's Most Popular 
Internet Suite 
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Official Netscape Communicator 
Professional Edition Book 


$39.99, 608 pages, part #:1-56604-739-0 


Windows Edition * Intermediate 


Your Guide to Business Communications Over the 

Intranet & the Web! Unlock the immeasurable potential of 

Web technologies for improving and enhancing day-to-day 

business tasks. Netscape Communicator and your office 

intranet provide the tools and the environment. This easy-to- 

use, step-by-step guide opens the door to each key mod- 

ule—and its most effective use. Covers: 

* Navigator 4, Messenger, Collabra, Conference, Composer, 
Calendar, Netcaster and AutoAdmin. 

* Key business tasks: e-mail, workgroups, conferencing and 
Web publishing. 

* Step-by-step instructions, tips and guidelines for working 
effectively. 


VENTANA 


Official Netscape Messenger & Collabra Book 


$39.99, 408 pages, part #: 1-56604-685-8 
Windows, Macintosh * Intermediate to Advanced 


The Power of Web-based Communications—Without a Web Site! 

Stay in touch with customers; promote products and services visually; share the 

latest market trends—with simple Internet dial-up access! This step-by-step guide 

helps you harness Netscape Communicators e-mail, newsreader, HTML authoring 

and real-time conference tools to achieve faster, more powerful business 

communications—without the effort or expense of a Web site. Learn how to: 

* Integrate Messenger, Collabra, Conference and Composer for efficient business 
communications. 

* Distribute eye-catching, HTML-based marketing materials without a Web site. 

* Use the Net to gather, organize and share information efficiently. 


The Guide to Effect 
ive In 
Business Communication 


Offical Netscape Composer Book 
$39.99, 600 pages, part #: 1-56604-674-2 
Windows * Beginning to Intermediate 


Forget about tedious tags and cumbersome code! Now you can create sophisticated, 
interactive Web pages using simple, drag-and-drop techniques. Whether you want to 
create your personal home page, promote your hobby, or launch your business on 
the Web, heres everything you need to know to get started: 


The Ultimate Guide to Designing s ' : ; z : 
professional Web Pages * Step-by-step instructions for designing sophisticated Web sites with no previous 
1 experience. 
sophiscand, wen re : a 1 y bx is : A 
"bias who peras ae e JavaScript basics and techniques for adding multimedia, including animation and 
a poit 
pete interactivity. 


* Tips for businesses on the Web, including creating forms, ensuring security and 
promoting a Web site. 

The CD-ROM features a wide selection of Web tools for designing Web pages, adding 

multimedia, creating forms and building image maps. 


Official Netscape Plug-in Book, Second Edition 


$39.99, 700 pages, part #: 1-56604-612-2 


Secon, DITION 
Windows, Macintosh * All Users ie —Plüg in. 


Your One-Stop Plug-in Resource & Desktop Reference! E BOOK 
Why waste expensive online time searching the Net for the plug-ins you Y 4j -— TOM Hetero 
want? This handy one-stop reference includes in-depth reviews, easy-to- ae 
understand instructions and step-by-step tutorials. And you avoid costly 
download time—the hottest plug-ins are included! Includes: 

* In-depth reviews & tutorials for most Netscape plug-ins. 

* Professional tips on designing pages with plug-ins. 

* Fundamentals of developing your own plug-ins. 


The CD-ROM includes all the featured plug-ins available at press time. m 
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Official Online Marketing With Netscape Book 
$34.99, 544 pages, illustrated, part #: 1-56604-453-7 


The perfect marketing tool for the Internet! Learn how 
innovative marketers create powerful, effectove electronic 
newsletters and promotional materials. Step-by-step 
instructions show you how to plan, deisgn and distribute 
professional-quality pieces. With this easy-to-follow guide, 
you'll soon be flexing Netscape Navigator's marketing 
muscle to eliminate paper and printing costs, automate 
market research and customer service, and much more. 


Build Your Business 
With The Pover 
OF Netscape 


Official Netscape Guide to Online Investments 
$24.99, 528 pages, illustrated, part #: 1-56604-452-9 


Gain the Internet investment edge! Here's everything you 
need to make the Internet a full financial partner. Features 
an overview of the Net and Navigator; in-depth reviews of 
stock and bond quote services, analysts, brokerage houses, 
and mutual fund reports. Plus a full listing of related 
financial services such as loans, appraisals, low-interest 
credit cards, venture capital, entrepreneurship, insurance, 
| tax counseling, and more. 


Netscape Gu 
= Online Investments 


The ultimate reference 
for financial resources 
on the Internet 


Official Netscape Guide to Internet Research 
$29.99, 480 pages, illustrated, part #: 1-56604-604-1 


Turn the Internet into your primary research tool. More than 
just a listing of resources, this official guide provides 
everything you need to know to access, organize, cite and 
post information on the Net. Includes research strategies, 
search engines and information management. Plus timesaving 
techniques for finding the best, most up-to-date data. 
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HTML Publishing on the Internet, Second Edition 


$39.99, 700 pages, illustrated, part #: 1-56604-625-4 


Brent Heslop 
Windows 95/NT & Macintosh 


Intermediate 


Create a home page and hyperlinks; build 
graphics, video and sound into documents. 


Save time and money by downloading 
components of the new technologies from 
the Web or from the companion CD-ROM. 


Highlighted throughout with examples 
and templates, and tips on layout and 
nonlinear organization. 


CD-ROM: HTML authoring tools, graphics and 


multimedia utilities, textures, templates and demos. 
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UN 


The HTML 4 Programmer s Reference 
$39.99, 376 pages, illustrated, part #: 1-56604-730-7 


Robert Mullen 
All Platforms 
Intermediate to Advanced 


Detailed descriptions of every HTML tag, 
attribute and value, with syntax and examples. 


Advanced techniques including tables, 
frames, cascading style sheets and browser- 
specific extensions. 


Encyclopedic listing, extensively cross-referenced 
for easy access to information. 


CD-ROM: Hyperlinked version of the book. 
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Official HTML Publishing for Netscape, Second Edition 


$39.99, 800 pages, part #: 1-56604-650-5 


Windows 95/NT, Macintosh * Intermediate 


Make the Most of the Latest Netscape Features! 

Learn how the latest developments in Netscape Navigator and 

HTML enhance your ability to deliver eye-catching, interactive Web 

pages to a broad audience, and how to harness new technologies to 

create a compelling site. Includes: 

* Playing to Navigator's hottest features, including tables, frames, 
plug-ins and support for Java applets. 

* Guidelines for designing great Web pages. 

* New material on style sheets, sound, multimedia and databases. 


The CD-ROM contains an example Web site on the Net, sample 
JavaScript, clip objects, backgrounds and more. 
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Official Netscape FastTrack Server Book 
$39.99, 600 pages, part #: 1-56604-483-9 


Windows NT * Intermediate to Advanced 


Turn your PC into an Internet/intranet powerhouse! 


This step-by-step guide to the hottest server software on the Net 
provides all the instructions you need to launch your Internet or 
intranet site, from technical requirements to content creation and 
administration. Learn how to exploit FastTrack Servers high- 
performance server architecture to easily create and manage cus- 
tomized web sites. Plus, enhance your site with FTP and Telnet; 
ensure security for online transactions; and import and convert 


documents. 


Bestseller! 
Revised & updated 


Official Netscape JavaScript 1.2 Book, Second Edition 
$29.99, 520 pages, part #: 1-56604-675-0 


All platforms * Beginning to Intermediate 


Brew up instant scripts—even if you're not a programmer! 
Learn all the skills you need to perk up your Web pages with multimedia 
and interactivity. Fully updated for Netscape Communicator, this bestseller 


* Basic programming techniques. 
* Tips for using existing scripts and building your own from scratch. 
* Nearly 200 script samples and interactive tutorials online. 
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Web Publishing With Adobe PageMill 2 


$34.99, 480 pages, illustrated, part #: 1-56604-458-8 


Now, creating and designing professional pages on the 
Web is a simple, drag-and-drop function. Learn to 
pump up PageMill with tips, tricks and troubleshoot- 
ing strategies in this step-by-step tutorial for designing 
professional pages. The CD-ROM features Netscape 
plug-ins, original textures, graphical and text-editing 
tools, sample backgrounds, icons, buttons, bars, GIF 
and JPEG images, Shockwave animations. 


Web Publishing With Quarkimmedia 


$39.99, 552 pages, illustrated, part #: 1-56604-525-8 


Use multimedia to learn multimedia, building on the 
power of QuarkXPress. Step-by-step instructions 
introduce basic features and techniques, moving 
quickly to delivering dynamic documents for the Web 
and other electronic media. The CD-ROM features an 
interactive manual and sample movie gallery with 
displays showing settings and steps. Both are written 
in QuarkImmedia. 
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Interactive Web Publishing With Microsoft Tools 


$49.99, 848 pages, illustrated, part #: 1-56604-462-6 


Take advantage of Microsoft's broad range of 
development tools to produce powerful web pages, 
program with VBScript, create virtual 3D worlds, and 
incorporate the functionality of Office applications with 
OLE. The CD-ROM features demos/lite versions of third 
party software, sample code. 


Web Publishing With Microsoft FrontPage 97 


$34.99, 500 pages, illustrated, part #: 1-56604-478-2 


Web page publishing for everyone! Streamline web-site 
creation and automate maintenance, all without program- 
ming! Covers introductory-to-advanced techniques, with 
hands-on examples. For Internet and intranet developers. 
The CD-ROM includes all web-site examples from the book, 
FrontPage add-ons, shareware, clip art and more. 


"TW Activ 
Web Publishing With ActiveX Controls t zi Controls 
$39.99, 688 pages, illustrated, part #: 1-56604-647-5 Bas Y active Site 


Activate web pages using Microsofts powerful new ActiveX 
technology. From HTML basics to layout, find all you need 
to make web pages come alive, add multimedia punch to 
pages and streamline work with ActiveX Controls.The 
CD-ROM features example files from the book, Working 
Scripts for using Explorer's built-in controls, 3D Viewer, 
HTML editor, image map editor and more! 
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The Comprehensive Guide to Corel WEB.GRAPHICS SUITE "IhDrehensive 
$49.99, 696 pages, illustrated, part #: 1-56604-614-9 


Create spectacular web pages, incorporating 

sophisticated graphics and animation! Every 

component of Corel WEB is highlighted with an 

introduction, tools, tips and tricks, and a sample 

project. The Suite features tools for editing web pages, e Step-by-Step 
creating animation for web pages, designing 3D stonal Web Page 
worlds and converting word processing files to HTML. 

Plus an illustration package based on CorelDRAW 5— 

along with 7,500 Internet-ready clipart images in GIF 

and JPEG formats. The CD-ROM includes images, : : 
textures and shareware for web designers. MN ad 
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The Comprehensive Guide to Micrografx Webtricity 
$49.99, 672 pages, illustrated, part #: 1-56604-607-6 


Make your site soar with interactive excitement--and 
save time and money doing it! Micrografx Webtricity 
provides the drag-and-drop tool palette--this easy-to- 
follow, practical guide adds instructions, ideas and 
professional guidelines. Learn to design sophisticated, 
eye-catching graphics, optimize your files for the Web, 
create dazzling 3D effects and animations, catalog the 
hundreds of graphics files included in Webtricity, 

and much more. The CD-ROM features in-line viewers 
for dozens of formats, plus additional web-site utilities 
and images. 
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looking Good in Print, Deluxe CD-ROM Edition 


$34.99, 416 pages, illustrated, part #: 1-56604-471-5 


This completely updated version of the most widely used 
design companion for desktop publishers features all-new 
sections on color and printing. Packed with professional 
tips for creating powerful reports, newsletters, ads, 
brochures and more. The companion CD-ROM featues 
Adobe® Acrobat® Reader, author examples, fonts, 
templates, graphics and more. 


Looking Good Online 
ooeee 9 *- | $39.99, 384 pages, illustrated, part #: 1-56604-469-3 


Create well-designed, organized web sites—incorporating 
text, graphics, digital photos, backgrounds and forms. 
Features studies of successful sites and design tips from 
pros. The companion CD-ROM includes samples from 
online professionals; buttons, backgrounds, templates and 
graphics. 


Looking Good in 3D OOM 


$39.99, 384 pages, illustrated, part #: 1-56604-494-4 


Become the da Vinci of the 3D world! Learn the artistic D 
elements involved in 3D design—light, motion, perspec- 
tive, animation and more—to create effective interactive 
projects. The CD-ROM includes samples from the book, 
templates, fonts and graphics. 
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The Mac 05 8 Book 


$34.99, 658 pages, part #: 1-56604-688-2 
Craig Danuloff and Mark R. Bell 
Macintosh 
Intermediate 
* Covers installing, updating third- 
party add-ons and troubleshooting 
tips for Mac OS 8. 
* Shows how to connect to the Net and 
publish on the Web with Mac OS 8. 


* Includes a complete overview of all 
commands and features. 


Plus—online updates for up-to-the-minute 
patches and fixes for Mac OS 8, as well as 
updates to the book. 
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The Metrowerks CodeWarrior Professional Book, 
Macintosh Edition 


$39.99, 500 pages, illustrated, part #: 1-56604-733-1 

Dan Parks Sydow 

Intermediate to Advanced 

* [lluminates each phase of development through 
aspects of a single example program. 

* Examines alternative programming methods, with 
a special look at Java classes and the Java API. 

* Covers porting Macintosh programs to Windows 
95/NT, along with tips on programming. 


CD-ROM: All source code for the books main example, 
lite version of CodeWarrior, EarthLink Network 
TotalAccess Internet connection package with the 
Netscape browser. 
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Official Palace Tour Guide se 
$29.99, 352 pages, illustrated, part #: 1-56604-659-9 e 


James Barnett/Daniel Gray 
Windows 3.1/95 & Macintosh 
Beginner to Intermediate 


* Change your avatar and design your own 


custom avatars. 


3 ; . Experi 
* Navigate the rich graphical environments and on the ies 


communicate in real time with other travelers. soc qe 


ual Virtual-Wort 5 


* Design and prepare the elements of your own 
Palace (sounds, artwork and more). 


CD-ROM: Shareware versions of The Palace and 
site creation tools. 
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Daniel Gray 


The Online Gaming Starter Mit 


$24.99, 304 pages, illustrated, part #: 1-56604-747-1 


Ed Dille 
All Platforms 


Beginner to Intermediate 


* A complete guide to the online gaming world, 
including how to join, participate and win. 


* An overview of online and Internet gaming 
services, with encyclopedic listings by subject. 


ners S tar ter Ki t 


{or all major 


* Tips and strategies for building successful 
gaming skills. 


multiplayer games 


CD-ROM: Sign-up kits for all major online gaming 
oo 


Ed Dille 


services, free gaming tools and accessories, links to 
gaming sites. 
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Microsoft Windows NT 4 Workstation Desktop Companion 


$39.99, 1016 pages, illustrated, part #: 1-56604-472-3 


Workstation users become masters of their own universe with 
this step-by-step guide. Covers file management, customizing 
and optimizing basic multimedia, OLE, printing and network- 
ing. Packed with shortcuts, secrets, productivity tips and 
hands-on tutorials. The CD-ROM features dozens of valuable 
utilities and demos for Windows NT. Innovative web-site 
designs, reference information, wallpaper textures, animated 
cursors, custom utilities and more. 


* Proto, hands-on terii 
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Microsoft Office 95 Companion 


jo PEM $34.95, 1136 pages, illustrated, part #: 1-56604-188-0 


The all-in-one reference to Microsoft's red-hot suite is a 
worthy sequel to Ventanas bestselling Windows, Word & 


B Excel Office Companion. Covers basic commands and 
Wiari features, and includes a section on using Windows 95. 

Q Exeel The companion disk features examples, exercises, soft- 
yete ware and sample files from the book. 
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SmartSuite Desktop Companion 


$24.95, 784 pages, illustrated, part #: 1-56604-184-8 


Here’s “Suite success” for newcomers to the critics’ choice 
of business packages. This introduction to the individual 
tools and features of Lotus’ star software packages—1-2-3, 
Ami Pro, Approach, Freelance Graphics and Organizer— 
has been updated for the latest versions. Features new 
enhancements for Windows 95. The companion disk 
features sample exercises and files that follow the lessons 
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The Comprehensive Guide to SmartSuite 9] Comprehensive 
James Meade Guide (0 
$34.99, 528 pages, illustrated, part #: 1-56604-65 1-3 $ e 

Here’s Suite relief for business users at all levels. Step Im d [ t U j te 

by step, learn to use applications together, work 


collaboratively, and maximize Internet and intranet 
connectivity. Packed with tips and shortcuts. 


For Windows 95/NT * Beginning to Intermediate 
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foo Microsoft The Comprehensive Guide to Microsoft Office 97 


e A Ned Snell 
; $39.99, 848 pages, illustrated, part #: 1-56604-646-7 
1C The “right-size” guide to the world’s hottest suite! Easy 


enough for beginners, yet in-depth enough for power 
users. Covers all five applications, plus tips, shortcuts, 
Internet techniques and more. 
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For Windows 95/NT * Beginning to Intermediate 
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Exploring Moving Worlds 
$24.99, 288 pages, illustrated, part #: 1-56604-467-7 


Where will the Moving Worlds standard lead? This 
overview points the way, with specifications and soft- 
ware examples to help developers create live content, 
animation and full motion on the Web. Features 
detailed specifications and software examples. 
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Exploring ActiveX 
$24.99, 320 pages, illustrated, part #: 1-56604-526-6 


Web developers, take control! ActiveX is changing 
how you work, and this book tells you how to 
adapt. Thoroughly explains ActiveX controls, 
documents and scripting, with guidelines for 
effective use. Tips, tricks and shortcuts throughout 
help you make the most of this powerful new 
Microsoft technology. 
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TO ORDER ANY VENTANA TITLE, COMPLETE THIS ORDER FORM AND 
MAIL OR FAX IT TO US, WITH PAYMENT, FOR QUICK SHIPMENT. 


PART # QTY PRICE TOTAL 


SuBToTAL = $ 
For orders shipping within the United States, please add $4.95 for the first book, $1.50 for each additional book. SHIPPING = $ 
For “two-day air," add $7.95 for the first book, $3.00 for each additional book. 
Email: vorders@kdc.com for exact shipping charges. Tax =$ 
Note: Please include your local sales tax. 

Tom = $ 


Mail to: International Thomson Publishing e 7625 Empire Drive * Florence, KY 41042 
* US orders 800/332-7450 e fax 606/283-0718 
* International orders 606/282-5786 © Canadian orders 800/268-2222 
Name 
E-mail Daytime phone 
Company 
Address (No PO Box) 
City State Lip 
Payment enclosed — VISA — MC__ Act Exp. date 


Signature Exact name on card 


Check your local bookstore or software retailer for / 
these and other bestselling titles, or call toll free: 800 332-7450 
8:00 am - 6:00 pm EST 


Get in the 


Y eo^ ‘a 
~ l e | | [ | 2 À rel itana Online. 
« Chapter updates and regularly 
) n — E updated links to related resources 


from Ventana. 

: , Te M http://www.vmedia.com/updates 
Online multiplayer gamers—some 3 million of them—are driving 
unprecedented growth in Internet usage. But with thousands of 


n f qu Complete Online 
ga nes and gar ie sites to choose rom, where do you begin? G i P I 1 


Start here! The Online Gaming Starter Kit provides a W FREE signup kits and/or FREE 


timesaving, ready reference to this booming market: :. time on Mplayer™, TEN?" 
E Engage™, MPG-NET*", 
A guide to top sites—the inside look at the “best-of-the-best” -— ‘HEAT.NET™ The Arena™, and 


. -Kali 957". 


games and services; save hours searching for sites, downloading > 
demos, and testing user front-ends. W Shareware and demo versions 
, : of more than 30 multiplayer 
Expert gaming tips—hints and tricks for all the best games, games, including Diablo, Air 
with savvy strategies for multiplayer environments. | . Warrior II, BattleTech, Descent 
; " Online, Warcraft Il, Panzer 

Free software on CD-ROIVI—sign-up kits and software General Il; Warbirds & Virtual 

for all major online gaming sites, complete with instructions. Pool: | 

A hotline to the action—where to find communities of m Exclusive new demos of soon- 
; to-be-réleased multiplayer 

gamers who share your interests; how to locate tournaments games. 


and other online events. 


Total coverage—background information on every form of j 
online entertainment including action and arcade games, strategy Ed Dille has written hundreds 


: 1 of articles and more than 20 
and war games, sports and simulation games, adventure and books of computers and 


role-playing games, puzzles, card and board games, and more. electronic gaming. Author of the 
Plus! Links to valuable online resources with even more M chide ond. Mi ouis 3 
gaming information and insight. = Quake: Authorized Strategy 
Guide, he cofounded the 
Attitude Network, home of 
happypuppy.com, the #1 game 
site on the Internet. His current 
project is mostthings.com. 


Look for these other outstanding Ventana titles: 


I LOOKING 
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Netscape 


Communicator 4 | 


User Level Y 
Beginner to Intermediate 


AMERICA 
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Official Palace Official Netscape WordPerfect Suite 8: The Official America Looking Good 
Tour Guide Communicator 4 The Comprehensive Online Windows 95 Online 
Book Guide Membership Kit & 
Tour Guide 
ISBN 1-5b604-747?-1 ISBN 1-56604-747-1 
VENTANA | Lod 
INTERNET/GAMES 
ISBN: 1-56604-747-1 
U.S. $24.99 
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